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Don't be shy now. The sooner you start using 
these hints, the sooner your subscription will begin! 


Trying to be subtle about aslungfor Nintendo Pow&* magaane makes as much 
sense as giving Bowser a breatii test The results could be disastrous! 


That's why we made these handy hint cards to help you deliver your message 
loud and dear. Stick 'em right where they'll get noticed! Then you'll be 
sure to get Nintendo Power every month. 


You'll get all the stuff you can't live without—strategies, spedal features, and 
inside information that makes you a more powerful player! And of course, all 
the other stuff you need, induding game previews and re^ews^ Arena, Pak Wati^ 
CassKied Information, Counselors' Comer, and Now Playing.. 


Start dropping hints now! At just $ 19 . 95 * a year, your 
generous gift-giver will S3V6 3 whopping 66% off 
the cover price. And you'll get a FREE Pl3y6r's Guid6. 


Use the attached order form or 


call 1-800-255-3700 


to subscribe. 


$27.95 Canadian. 


NINTENDO 









^ Stop eating Diddy dust! If you dont want to bo left 
behind, check out our strategy review of the slickest tncks and short- 
cuts in Diddy Kong Racing’ This month's issue has strategies for leaving 
. the game's bosses and other racers far behind Our detailed course 
maps, complete with balloon, zipper and com locations, will 
put you back on the track at the head of the pack! ' 


NoN64title in development has been so 
widely anticipated or highly guarded as 
Zelda 64 Now Nintendo Power gives 
L you a sneak preview of exclusive 
I game development photos and 
i Shigeru Miyamoto's story outline Ge 
r' the facts direct fromZelda's ereatorl 
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* Whether v^'re searching for 
^ 8 hidden Gold Card or simply 

trying to find a switch that 
opens a stage exit, our detailed 
mTJ srtd tvs for Bomberman 64 

^ ^ have the information you need. 

• Volume 103 blows the top off the 
secrets in the operuig levels of Bomberman64* 
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Let it snow! Let it snow! Let it snow! Winter and a bundle of new 
games are on ttieir way! If you got snowed in, what three games, 
new or oid, wouid you piay to cure your cabin fever? TeH os why, 
make a iist, check it twice, and send it in. You may see it in NP! 
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007 Is Numbfir 7? 

I was very disappointed 
with the top 100 games 
section in your 100th issue. 
ColdenFye 007 at number 
7?1? How can a game-after 
being in stores for just one 
month-be listed as one of 
the best games of all time? 

Dawn Wisniewski 
Via the Internet 
We're not the only ones 
who love this game. Read 
on to find out how a. 

Co/den£ye 007 could verv 

✓ 

well be one of the best 
games ever. 


The Man with the 
Golden Game 

I rented ColdenFye the 
movie, then, after watching 
It, I played the game. This 
IS the best game I have 
played ever-hands down. 
ColdenEye 007 lives up to 
the hype. It follows the 
movie very closely and the 
graphics are so real, that It 
IS actually like being James 
Bond It's nice that 
Nintendo is catering a little 
more to the adult crowd 
I'm a 32 year old staff 
accountant, but that doesn't 
mean I don't like to have 
fun. I was beginning to 
think that Nintendo pro¬ 
duced only games for the 
kiddie crowd 

Scoff Lawrence 
Clenfield, NY 


I'm a freshman at Oswego 
State University, and every 
one of the twenty plus peo¬ 
ple our dorm floor has 
been enthralled by the 
four-player mode of 
ColdenEye 007 It is the 
best multrpla^er game 
'ever I've had to kide scores 

4 

of people out of my room 
so that' I cbuld get some 
studying done Vm seriouST* 
ly considering starting a 
ColdenEye Anonymous 
Association for their own 
good. My roommate was so 
stunned by the realism of 
the game, that, when he 
walked down our dorm 
Railway, he had to check 
over his shoulder twice to 
make sure no one hadj}/ 
grenade laurichef tour 
weapon of choice) pointed 
at his head. 

Dave Erhardt 

Oswego, NY 


1 <9 


Is ColdenEye 007 the best 
game of the year? I believe it 
is First It's not your typical 
shoot-'em-up game where 


you blast everything in sight 
There is an adventure ele¬ 
ment and there are tasks that 
you must compicte-not just 
finding a key to the next 
level. And even though the 
game has cheat 
have to earn 
even then,.you can use them 
only in the levels you've 
already completed. 

• s 

^ Ben Magee 
Via the Internet 


ColdenEye 007 blows 
Mario out of the water. 
Super Mario 64 was a great 
game, but I think it was too 
easy and didn't have any 
replay value. ColdenEye, on 
the other hand, is the best 
game ever It has three diffi¬ 


culty levels-hard, harder 
and impossible And since 
you have to earn the codes, 
the average gamer can't 
become the braggart of the 
school. The game keeps you 

honest and can be replayed 

/ 

over and over again ' 

Kyk Salyer 

Via the Internet 

Ad nipuW be happy to hear 

^11 ^is prais^‘but just to 

5/icpW that viyre fair, h^'s 

the only nejaf/ve /effe^ 

regarding ^ldenEyeW7 

that we Obuld scrape oo 
. 

I think that CptdenEye 007 
is lame The graphi(3 are 
cool, but the game is lame..r 
You get shot by lasers and 
every other weapotv in the^,^^^ 
world, but it takes ford^er. 
for their hits to take you 
out I just think the gamgi 
should be more realistic 

Paul Bolotin 
Brownsvallcy, CA 
Since when was James Bond 
about reattsmi'After appear- 
ing m.mov/es for 35 years, 
00^*6aa dodged bullets a 
.J^idiculous number of times 
• fand his hair NEVER gets 
messed up) If Bond was 
about realism he wouldn't 
any of those groovy 

he'd have been 
shot up int(T% piece of 
Swiss cheese with bad hair 
already. How fun\ts that^ 


Apocalypse Now? 

I'm writing this on October 1, 
1997, and according to the 
programmers of Crystal is, 
today IS the day when we 
will all perish from a 
nuclear apocalypse. I 
decided that I had better 
write you one last message. 
Your ratings of games are 
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ultra harsh I think that you 
are looking for too much 
You seem to expect game 
playing to be a spiritual 
experience! This is not the 
point of video games They 
are supposed to provide 
entertainment and fun and 
should not be thought of so 
seriously But nothing I say 
really matters since today is 
the dreaded day 


It's December now, and 
we're still here even though 
Crystalis for the NES proph¬ 
esied that legions of 
mutants and n g/.inf com¬ 
puter would be terrorizing 
our war-torn world Sheesh, 
It looks like we built our 
bomb shelter for nothing. 
A^aybe we do take video 
games a little too seriously. 



Top 100 

made some good choic¬ 
es for the best 100 games 

missed one of 
favorite games of all 
time' It was an old NES game 
that I played over and over 
called River City Ransom 

Kenneth Diehl 
Via the Internet 

Games that ranked too high* 
Wave Race 64; Tetris Attack 
and Blast Corps Games that 
should have been ranked* 
Uncharted Waters: New 
HorizonS; Civilization and 
Aerobi;t Supersonic The true 
number one game of all time 
should have been the original 
Legend of Zelda for the NES 

Travis Scott 
Via the Internet 



I was amazed that the great 
game Rygar didn't make your 
top too. I think It was one of 
the best early Nintendo 
games Even the end 
sequence was superior to a 
lot of games from that era 

Dan Fowler 
Via the Internet 

Tetris Attack 

Regarding your 10 Worst 
Games of All Time-I have 
found a game with a worse 
idea than Shaq Fu It is 
called Tetris 

Craig MacDonald 
Via the Internet 
Yikes. That's like comparing 
Candy Land to chess We're 




sure that a few of the mil^ 
lions of Tetris fans will have 
something to say in the 
game's defense Readers^ 

100 other Things 

One thing really made 
Volume 100 worth it. The 
100 Other Things that Equal 
100 list Number one was 
"The number of times Luigi 
has been overlooked to 
appear in a game'" 

fason Bowie 
Via the Internet 
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GAME BOY TOP 5 SUPER NES TOP 10 NINTENDO 64 TOP 10 


MW: M 


1997 4ids dib man wMi the golden gun meeting the clauiiMHh the 


clauii^Mt 

golden balloons. The DKR team makes a stron.^ debut on Dectf|war*s Power 
Charts, but Bond stealthily keeps the speed demons at bay with hts gadgets 
and guns. But don’t fret, Diddy Koni>: Racers-there’s always noxi fearl 



1 GOLOINEYE 007 

2 DtOOY KONG RACING 

3 SMI^roJf^4 

4 MARIO KART 64 

5 SUPER MARIO 64 

6 STAR WARS: 

.SHADOWS Of m CMFISl 

7 TUROKiOmOSAUR HUNTER 
1 CRUIS'NUSA: 

9 DOOM 64^1 ^ 

10 TOP GEAR RAUY 


NINTENDO 

RARE 

NINTENOO 

NINTENOO 

NINTENDO 

NINTENDO 


ACCLAIM 

NINTENDO 

MIDWAY 

MIDWAY 


Bond can handle Trevelyan and Jaws 
but IS he quicker than Diddy and 
Timber’ DKR, in its Power Chart 
debut, tailgates 007, while another 
speedy newcomer, top Gear Rally, 
rounds out the pack 


NINTENOO 


NINTENOO 


The Legend of Zelda and the rest of 
the top five remain frozen in the 
charts The bottom half is heating 
up, however Dno of the biggest 
movers this month is Harvest 
Moon, which springs up two spots 


NATSUME 

NINTENOO 

SQUARE 


1 TNE LEGENO OF ZElOAs 

IIHK'S AWAKIMHG \ 

2 OONKEY KONG LAND 2 

3 SUPER MARIO LAND 2: 
6 eoiDiH coins 

4 OONKEY KONG LANO 

5 WARIOLAND: 

SUPiS MASIO lAND 3 


NINTENOO 


NINTENDO 

NINTENOO 


1. ZELDA 64 (N64) 

2. NINTENDO 64 DISK DRIVE 


HKD 


Sure, Link IS adventurinp his way all 
over the charts, but so is Diddy The 
Kong undertakes a quest in DKL 2 
on the Game Boy charts, and he 
also monkeys around this month in 
DKC 2 and DKR 


Sd GOiaf/EYE 007 (N64) 

4. YOSNI'S STORY (N64) 

5. SUPER MARIO RPG 2 (N64} 


6. OlODY KONG RACING (N64) 

7. SUPER MARIO 64 2 (N64) 

8. EARTN80UN0 64 {N64) 
oTsTAR fox 64 (N64^^ 


THE LEGEND OF ZELDA 

A UHK TO m PAST 


SUPER MARIO RPG 


DONKEY KONG COUNTRY 3 

DlXtl KONG'S DOUnCTKOmt 


THE LEGEND OF ZELDA 

IINK'S AWAKCNING 


DONKEY KONG LAND 2 


SUPER MARIO LAND 2 

t GOlDm COINS 


NINTENOO POWER 


ID. MLB FEATURING KEN GRIFFEY JR. (N64) 










































































LETTERS, CONTINUED... 




m&Prutser, me u 
^amrs's dermsi 
oniy sot to lead 


retire a sadder per 


Otsego, Ml 
e numWfT 


rom 


inances 


In your 100 Other Things list 
you said that there were prob¬ 
ably only 100 people who ran 
out to see the Super Mario 
Bros, movie. I loved that 
,movie, and I still don't know 
why people didn't like 

Brian 


100 also 


keep people 
out of the mov;e 


At the end of Star Fox 64, 
when It shows the bill that 
you give to General Pepper, I 
figured out that for every 
enemy ship that you turn 
into recycling material, you 
get $64 Very funny, 

Nintendo So, if you earned 
a gold medal in every area 
by shooting down^the mim*- *’ 
mtifn required Sttipfe‘‘(>vhich is 
2^00 enemies), you would 
‘arn $153,600^'! What 
(ould the Star Fox team do 
ith all that moneys? 

)o$hu3 Nichols 
Homer, LA 

According to the Star Fox 
story, James McCJpud never 
finfslied pay/ng *fof his grant 

the Fox. 
demise,, Fox 


Tonight, I 
son as the world of gamers • 
aod 1 mourn the loss of Mr. 
Cunpei Yokoi His contribu¬ 
tion to our hobbies and 
lifestyles, our interests and 
imaginations, our dreams 
and skills are beyond mea¬ 
surement I do not know his 
family^ loved ones or friends, 
but I wish them my sincerest 
condolences His creativity 


NP Goes to the Mat 



To commemorate their new N64 wrestling game, WCW Vs 
NWO World Tour, our friends at THQ invited all of us at NP 
to a night of WCW wrestling in Seattle Before witnessing the 
bigger-than-life, big time matches, we tried out the video 
game and mingled with the wrestlers How does THQ's game 
measure up to the real thing? After watching WCW and NWO 
brawlers such as "Macho Man" Randy Savage, The Giant, Rey 
Mysterio Jr, and Ultimo Dragon in action, we can declare (in 
our gruffest voice) that THQ's game, complete with the 
wrestlers' sig¬ 
nature moves, 
taunts and 
teases, has 
wrestling 
pinned down 


GoilTilden (left), 
Scott Pel I and and 
Leslie Swan get 
dwarfed by The 
Giant (he's the 
really, really big 
guy in the photo) 


touched many lives, and we 
will all benefit from his 
goodwill Gamers every¬ 
where, the next time you 
start a game, remember that 
life IS an adventure — fragile, 
exciting, powerful and fun. 
And take a moment to pause 
and show respect for the 
world's original Game Boy, 
Gunpei Yokoi. 

Hank Jenkins 
Via the Internet 
Mr Cunpei Yokoi, the creator 
of Game A Watch, V;rfua/ 


Boy, Game Boy and Game 
Boy Pocket, passed away 
October 4th in Japan after he 
was struck by a car. Mr Yokoi 
was an extraordinary man 
with extraordinary ideas, and 
he was the "power" behind 
the games that we play with 
Mr. Yokoi dedicated his entire 
professional career to 
Nintendo and the gaming 
world, and he left behind a 
great legacy of inventions 
We'll always miss the man 
and the power of his vision 


WRITE AWAY RIGHT AWAY! 

Seasons greetings! A blizzard of new games are coming out 
before the new year, and we’d love to hear what you think about 
them. Giddy Kong Racing. Bomberman 64. MK Mythologies: Sub- 
Zero. Drop us a line and give us your thoughts! 

NINTENDO POWER PLAYER’S PULSE 
P.O. BOX 97033 
REDMOND, WA 98073-9733 
E-maii: noapulse@nintendo.com 


PHDI\IE DIRECTORY 

rtlNTEN^O 

POWER 

SUaSCRiPTIC-NS 
SYSTEM SET-UP 

and repair 


1-800-255-3700 

(1-800-422-4281 TDD) 

9tjn*9pjn PocifictOM, 
Monde y-Ssttrdav 
S a.ni.*7 p m Sunday 
French* and Spanisli-speelirc^ 
rtpreaantativee era av«lable. 


TALK TO 
A GAME 
COUNSELOR 


1-900-288-0707 

U.S. SiSO parmlnate 

1-900-451-4400 

Cennde S2.Q0perminate 


{1-425-883-9714 TDD) 

9 0 m -9 p.m. Pacific time, 
Monday-Setarday 
9om.*7pjn Sunday 
Callero andar ago 19nood to obtoin 
parentel pormieoion to cell. 


LINE 

1-425-885-7529 

Prerecorded Game Tips 
and Future Product 
Information 

Nowa oboot recent releeees eed epcomlng 
games for ell Nmtendo syetems. 

Cell for bf Ip on Cleyfighter 63 V 3 , GoManEye 
907, Star Fox 94, Haxen, War Gods, Sa^r 
Mono 94, Slest Corps, Turok. Dmosaar' 
Himtsr, Doom 94, Killer Instinct Gold, Star 
Wars. Smdows of the Empire, PifotWiitiSt 
end Mortal Kombet IHIogy for (he Mntende 
94. TberoY else help for eny Super Mirki 
game for tbe SeperNES end NES, Oaokay 
Kong Lend, DKL 2, OKI 3 for the SamBoib 
any Zelda gema, Oonkey Kong Cawitiy I £ 
and 3. Mischief Mekers, HorvHl MoaibLait 
Vibmgo 2. EerthSound, Illusion of 6aia;ilifia 
II, Super Me troid, Sacrat of Evermore • 
Cbrano Trigger, Final Fantasy III, SaparMano 
RPC. Srealh of Rra land II, Kfllar InathKif, 
Street Rgbter Alpha 2, Mortal Kombst D. 
Mortal Kombot 3 and (Alimata Kambat S 
This cell may be long disrance, so bs sera to 
gat paneission f rain whoaver paya tha 
pbona bill before you call 


NINTENDO 

POWER 

SOURCE 


www.nintendo.com 

E*meil: nintendo@nintendo.com 
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^ Trademark dfNtntendo ©1997 Rare 
Diddy Kong/ Banjo nnd K ranch ^aracjers 
I tcensed iy ' ' 


,ast TTJonth \/e introdifced you to Diddy Kong Kacitig, the 
unique adventure on wheels (not to mention on water and 
wings) from Rare. Now it's time to take the wheel and punch ^ t 
the pedal. This month's review will put you on 
track to win the Gold Balloon Challenge. 


It all begins in the center of Timber's Island, That's 
where you'll meet Taj, a genie-slash-blue elephant ^ 

who wants to stop the dreaded Wizpig, but who i V* 
needs your help to do it. Taj can give you any of the 
three vehicles, but he'll also challenge you to races throughout the 
adventure. When you win a race, Taj will be there to award you a 
Gold Balloon. Since you need to collect Gold Balloons in order to 
open the doors to the racecourses, you need to get as many as you 
can We're here to help you get the gold. 

@ NINTENDO POWER 








The Cold Balloon Challenge is the 
first of many challenges in Diddy 
Kong Racing From the outer island, 
you can enter four worlds, each 
with four Gold Balloon Challenge 
races on separate tracks. If you take 
first place in a race, you'll win the 
Cold Balloon from Taj. After winning on 
all four tracks, you'll face an added chal¬ 
lenge from the boss character of that world It's 
just the beginning of the adventure 



DIDDY KONG RACING 


When you want to change your vehicle, 
challenge Taj, or change an option, you 
have toget Taj's attention You can 
dnve 14 } to the elephant and hit him, or 
get close and honk your horn Taj 
prefers the second method 





Boss characters hog 
the track Just 
passing them can 
be a major problem 
Fortunately, you 
can turn to page 24 
forhelp 


Silver Coin ChaUenqe 


After completing the final race in a world, you'll automatically face the boss 
character These guys run, fly or swim, but they don't use vehicles and they often 
present other obstacles for you to overcome Some of the boss courses are one¬ 
way, while others require you to race the standard three laps You'll meet each of 

these characters after completing the Silver Com Challenge, as 




After cleanng every race in a world, and defeating the boss, you'll be given 
a new task completing the Silver Coin Challenge Eight silver coins appear 
on each track Your mission, if you choose to accept it, is to pick up each of 

the coins and win the race It's not as 
easy as it sounds since the coins often 
appear in difficult to reach locations 
that take you off the beaten path 


Silver Coins are seldom found in the 
fastest lane \6u have to find ways to 
reach them without sacnficing speed or 
position Wb're leaving this challenge up 
to you-at least for now 


Once you collect all the coins, 
and end up in first place, Taj 
will show uD to award you 
even more uold Balloons 


P9 Oi 





























Missiles are found in Red Balloons 
One Red Balloon gets you a single shot 
that fires straight ahead. Two Red 
Balloons earn you a Homing Missile 
and three balloons score a battery of 
ten missiles Vehicles hit by 
a missile will be stopped, 
but only for a short while. 




Droppers are items that you drop on 
the track to slow down opponents. 
You'll get an oil slick with one Green 
Balloon Two Greenles give you a 
spiked mine and three turn the drop¬ 
per into a bubble Place drop¬ 
pers whore they can't be 
avoided-around corners or on 
top of speed zippers 



The magnets are hidden inside 
Rainbow Balloons A magnet pulls your 
vehicle up to the one ahead of you. 
When you use the item, you'll see a 
cross hair appear on the target vehicle 
if It's within the magnet's 
range Two or three 
Rainbow Balloons extend 
the magnet's range. 



Blue Balloons contain speed boosts If 
you collect two or three Blue Balloons, 
your boost becomes that much more 
powerful Boosts can put you solidly in 
the lead, but you have to be careful 
where you use them If you 
boost on a corner, you 
might end up in a lake 





In the Yellow Balloon is whore you'll 
find shields for your vehicle Shields 
prevent you from being attacked by 
missiles, droppers, or other hazards, 
such as snowballs, that might befall 
you. Shields also disrupt 
other racers if they touch 
your vehicle while the shield 
IS activated 


Unlike the bananas found 
in Mario Kart 64, DKR's bananas 
increase your vehicle's top 
speed You can collect up 
to ten of the yellow yum- 
mies to reach maximum 
power on each 
course, but the 
effects last only as 
long as the one 
race. 
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DIDDY KONG RACING 





Select the speedometer to 
check out your top speed 
Each vehicle's top speed 
depends on the track su*- 
face and the character 
behind the svheel 


Every Gold Balloon Challenge has one 
type of vehicle for the drivers (In multiplay¬ 
er and time trial modes, or the track mode, you 
can choose from any available vehicle ) The 
most unusual aspect of racing with cars is the 
power slide, similar to the slide in Mario Karl 
64. Using the power slide (simply push the R 
Button when you initiate a turn) you'll retain 
your speed and be able to cut corners 



Racing planes is the ultimate in 3-D racing Not 
only do you navigate from left to right, but up 
and down, as well The R Button lets you turn 
sharply or perform rolls Planes have the advan¬ 
tage of being able to cut across many corners, fly 
over obstacles and use every type of zipper The 
disadvantage is that, when you hit something in 
a plane, it really drops you out of contention 



Planes can fly |ust about anywhere, 
but sometimes you must pilot them 
through narrow openings like this 






Water courses, and a few other tricky courses like the 
boss challenges against Bluey the walrus and 
Bubbler the octopus, put you in the seat of a racing 
hovercraft The turning controls can be almost 






In a hovercraft you can 
dnve over water or any 
land surface, which 
lets you make 
shortcuts that 
cars can't take 


instantaneous, depending on which driver you 
choose Hovercraft are certainly the trickiest of the 
three vehicles to drive, but they do give you the 
advantage of being able to hop using the R Button. 


NINTENDO 64 




















Diddy IS the hero of the game because he can 
do everything well His speed and acceleration ^ 
are both good, and he can handle any 
vehicle with skill He came to Timber's 
Island when he got a letter from Timber 
the tiger telling him about the troubles 
with the Wizpig Diddy couldn't resist ; 
the challenge. f 
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Krunch may be a Kremling, but he doesn't like the 
thought of the Wizpig upstaging Captain K Rool So 
he's doing his best to free the island from 
racing tyranny Krunch, as the heaviest 
character, has slower acceleration 
and poor handling, but his top 
speed IS unsurpassed He's a good 
choice for hovercraft courses. 


Timber's family used to rule the island before 
the Wizpig began hogging all the race tracks. 
He's determined to bring the big pig to justice. 
He's well equipped to do it, too, with very 
solid handling His acceleration, top speed 
and weight are all in the middle range 


Conker the courageous squirrel 


his 


own 


IS biding time until 
game comes out next year, but in 
the meanwhile he has a thing or 
two to prove His attributes are 
identical to Timber's, making 
him a 5 olid racer in any vehicle. 




















DtDDY KONG RACING 






Like Conker, Banjo is sort of hanging out 
on Timber's Island while his own game 
gets polished for release. The 
happy-go-lucky honey bear has 
good handling for a heavy guy, but 
his acceleration is what you would 
expect from a bear On the other 
hand, Banjo has excellent top-end 
speed for straightaways 


Pipsy rules She may seem like a light¬ 
weight, but when it comes to handling 
and acceleration, this mousy miss can 
thrash the rest of them Her top speed 
IS only medium, but she can make up 
for that with boosts and zippers. In a 
hovercraft, her light weight makes 
handling tricky for all but the most 
persistent mouse fans. 




Bumper 


Bumper the badger breaks from the lime- 
honored badger traditions of burrowing 
and sleeping twenty hours a day This 
fellow lives for speed Although all of 
his stats put him in the middle range, he 
has good handling in every 
vehicle With Bumper, you 
may never need to choose 
another driver 


WLMi 


TipTup, like Pipsy, doesn't have the 
weight to hold a hovercraft down, but in 
all other vehicles and conditions, he can 
race circles around the heavier racers 
His acceleration and handling are tip top 
and his top speed is medium He may be 
a little bit nervous on the race track, but 
you can calm him down with practice 



















Get a boost off the starting line by hitting 
the gas just as the starting announcement 
ends Aim straight ahead at the group of 
three bananas and grab a couple 


With a mere two Cold Balloons^ you can enter 
Fossil Canyon and face a greater challenge than 
the Ancient Lake course This track requires pre¬ 
cise steering and power slides A sharp driver 
will also find several daring shortcuts If you win 
the race in Ancient Lake, you'll line up at the far 
left in the pole position, perfectly lined up with 
a zipper 


0 f ^ Pole Position 


Shoot or Boost? 


Zip to Glory 


# Over Water 

After boosting over 
the second zipper, 
drive straight ahead 
toward the lake On 
the track's shoulder 
IS a zipper that 
shoots you across 
the water 


Even the simplest track like Ancient Lake can turn 
up surprises The biggest surprise here comes from 
the dinosaur who crosses the road Why? To smash 
your car, of course If you miss the dino and hit the 
zippers, you'll leave the other racers in your dust 
You'd have to be a fossil to lose this race. 


m Blazing for Bananas 


Farther down the track you have to make a choice 
between picking up missiles or speed boosts Grab the 
Blue Balloon and shoot into the lead 


VI ^1 iw ^1 uvfv I o iiu^Q 

boost Get ready to power 
slide around the corner ahaa 


Dino Steps 


The turn in the tunnel seems difficult 
at first Use your power slide tech¬ 
nique (holding the Right button) begin¬ 
ning just after the wall torch 


\bur starting position often gives you an advantage A 
first place finish in your previous race gets you the pole 
position In this race, you'll be lined up to drive straight 
across the first zipper 


As you enter the lake area, 
watch out for the dinosaur who 
crosses the road He moves 
slowly, but never try to pass 
beneath this big boy 


(J) The Torch Turn 


Hang a heft 


After the tunnel, and 
beyond the stone arch, 
you'll notice a rough road 
splitting off to the left 
Take it The shortcut will 
help put you in the lead 








































DIDDY KONG RACING 






Drfve beneath the skull to find this 
hidden zipper If you hit it squarely, 
you II be lined up to blast between 
the rows of dino ribs Ydu can also 
goto the right of the ribs fora 
shortcut 


Ttie right tunnel contains a Blue Balloon, whcK Nvhen 
combined with a Blue Balloon that you can collect just 
before the tunnel, can givo you a mighty boost in the 
area ahead Any time you can combine boosts, do it 


Things really begin to heal up when you enter 
Jungle Falls with three Gold Balloons. The first 
hurdle comes right at the start, where you must 
make a sharp turn to the left, then another to the 
right to hit a zipper Tunnels and shortcuts also 
enter into the picture. Luckily, you'll find plenty 
of items to help you boost yourself or bop 
your enemies. 


Start Out left 


Make an immediate 
power slide to the left at 
the start to avoid the lake 
Then, as you race toward 
the wall, make a second 
power slide to the right 
and hit the zipper 


2 A Butich of Boosts 


Grab the Blue Balloon in front of 
this zipper, then hit the zipper for a 
boost That blue boost should be 
used for extra speed up to and over 
the bridge 


As you leave the tunnel, aim for the left side of 
the track and the zipper As you hit the zipper, 
aim to the right of the leaning stone structure 
ahead in order to miss a pond 


H The Skull Boost 


Twlti Tuiraels, 
One Choice 


Air Zipping 


On the left side of the passage, 
youll come to a circular air zip' 
per Head straight into it and get 
a boost toward the tunnel ahead 


Dino Dodging 


( 3 Zip on an Angle 


A WaTTOw Scrape 


Ydu can hang close to the right wall and squeeze 
through a shortcut if you like, or use your 

double boost in the 


wider passage 
to the left 


to fly through both zip* 
pars for a huge boost 
toward the finish line. 


If you play straight through Dino Domain, Hot 
Top Volcano will be your first race in a plane. 
Get set for a wild ride The lava and flames in the 
volcano may look terrifying, but they won't affect 
your performance Hitting walls, howcjver, will 
slow you down dramatically If you stay 
away from the rocks, you'll blow the top off 
this course. 


Vv 
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Off the starting line, if you're in the position 
on the far left, you can blast down the 
canyon, pass between the wall and the tree, 
end get a Blue Balloon for a boost 


If you don't head immediately to Dino Domain, 
it's possible to pick up a few Gold Balloons on 
Timber's Island and fly to Snowflake Mountain 
for your first race The Peak is where you'll 
begin It's a thrilling, chilly flight 


J Tfie Squeeze Way 


# Zip and Cut 


Grab one of the Blue Balloons before the 
tunnel, then stay along the right wall to 
catch the air zipper The biggest danger is 
flying too high so that you hit the calling 




Touctidown 


Enter the air zipper headng slight* 
ly up and to the left Mdu'II boost 
up and over the comer of the cliff 
for a shortcut 


Ground zippers are for planes, too 
Skim the ground and touch down 
briaf ly on the zipper to earn a boost 




The icy loop near the beginning has a secret feature, f 
It automatically accelerates every car |ust like a 
zipper or a boost Since you pick up a Blue Balloon /1 
|ust before the loop, save it until later 


■■MRR SWen, sidy to ths Ipft and take the 
left branch when you see it split off Head straight 
into tho zipper or ^u'll hit the water 


# Couble Zippers 


ieaviTig xhe Cave 


Lots of turns can burn you in this winding 
course, and frigid Walrus-infested waters 
will slow you down if you go wading But 
rf you make good use of Blue Balloons ^ 
and a special shortcut at the end of the H 
track, you'll cruise to victory. With three 
Gold Balloons, you can enter this 
course and make it your own 


# Tbe U)Op 


NINTENOO POWER 


Power slide onto 
the bridge, then hug 
the right rail to get 
the first zipper 
Then angle across 
to the left railing for 
the bonus boost on 
thesacond zippar 


This zipper is located close to the 
left wall following a right-hand 
turn Power slide around the corner 
in order to get the zip 


Tbe Ultimate Sbortcut 
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{ 2 1 StucV ni itie Tee 


STiowbaU TerroT 




Wrth two mam routes to take and giant snowballs 
to dodge, Snowball Valley is a very hairy, if not 
merry, race. You'll face several dangers, not the 
least of which is the danger of your fellow racere 
knocking you into water or the path of a snowball 


The giant snow¬ 
balls are pretty 
scary but you can 
foil their flattening 


The tunnel route aves you a 
shot at two Blue Balloons, and 
It's shorter than the cirff route, 
but It's very narrow 


ways by picking up and activating a shield item in the 
arch that leads into the valley. 


Wtiicti way to Go 


Thechoicais Yours.To 
^ the right you'll have a 
straignt shot and a 
long drop It's a bit 
t longer,but It's safe Or 

__ I ^ ^ A. ^ ^ ^ J 


go left and wind 
through a narrow 
tunnel That's the 
expert route 


Taka the zipper to blast out of the 
igloo tunnel, then grab the Blue 
Balloon on tha track for an extra 
boost across the finish line 


Ttie TuTiTiel Tuttis 


A Critical Zip 


There's a little bit of everything on this course, 
including a shortcut and a longcut For such a 
long track, you have to use some subtle tactics to 
gam the winning edge Whatever you do, stay 
out of the deep snow unless you have extra 
boosters or are using zippers 


Stay along the right wall of the tunnel to pick up tha 
bananas when you first enter, then power slide 
around to the left in order to line up your car with 
the zippar around the first bend 


This tricky zipper sneaks up on 
you Take a straight line across 
the cave and turn right onto the 
zipper as you exit 


Ttie texitral Arcti 


Shoot The Shore 


The final zipper on the course can be the race 
winner When you powarslide out from under 
the arch, you 
should be head' 

ed to the left liW|||Ap 

Letgooftha k jyT M. 

slide before you ■■ 

hit the lake and ' , 1^1 

you'll boost off , 0,^1 

the zipper < ^ VBB 
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Ten Cold Balloons will get you into the fun and 
sun of the Whale Bay hovercraft race It's a new 
experience, bouncing over waves, dodging 
whales and spinning on a top in the squirrely 
hovercraft You may want to choose a heavy 
driver for these watery courses Their slower 
turning rate may make things easier 


On the pirate ship, stay to the left and steer toward 
the palm tree Hop off the deck on the left side 
^ of the tree and turn even farther to the left 
when you land to get back on course 


A Whale of a Tale 


Hit the Beach 


Head Straight for 
the whale near the 
lyfl pirate ship It will 
rise out of the 
^ . water, forming a 
k £ ramp for you with 
W'V Its back Drive up 
^ Its back and hop 
— nr\ onto the shipi 
deck, then 
head to C 

the left V 


(J* A Misdirected Zipper 


The tightest corner you can 
make at this end of the 
course forces you onto the 
sandy beach mat's okay 
Hop right up and turn at the 
Rainbow Balloon 


The final water zipper points you 
a bit too far to the right Once 
you've boosted through the zip* 
per, steer back to the left 


A Blast in the Tunnel 


If you've collected the booty of 13 Cold 
Balloons, you can seek your fortune in Pirate 
Lagoon The many sharp turns on this course will 
test your skill with a hovercraft like never before, 
and the long stretches of open water can make 
even the craftiest driver vulnerable to a speedster 
You'll need a nearly perfect race 


Pick up the Blue Balloon on the right side of the 
tunnel entrance and use it to boost your hover* 
craft down the tunnel 


‘lUl 


2 Sharp ShootiTig 


Grab a Blue Balloon from the f i^ 
island, then veer to the left and.' 
shoot through the water zipper 
After the zipper, use the boost (o 
take the lead 


A sharp turn at the end of the first 
straightaway sets you up for a 
straight shot through the second 
water zipper 


It you pass through this zipper aimed 
at tile ramp ahead, you'll fly over the 
rocky outcrop and shave precious 
seconds from your lap time. 


Pirate Pagoon 























Pow«r slide to tho left ecross this 
last zipper to avoid tutting the well 
beyond it If you hit it straight you'll 
scrape the wall on tha nght 


Crescent felatidf 


Racing in paradise isn't as easy as it might 
seem. You'll drive through an old pirate 
wreck and collect a ton of missiles. Everyone 
is a fair target, even you You'll need all the 
speed you can muster, and be sure to 
boost your top speed by collecting 
the maximum ten bananas. 


The straight shot and zipper on 
the left branch maka that path 
safest for beginners, but the 
right track is shorter 


m Ttie Kail Koad 

Don't miss this zip along the wood* 
en rail before you reach the pirate 
ship As you go up the gangplank, 
grab the bananas and Red Balloons 


On the final turn, look to the right \bu'll 
see a narrow gap in the rock wail where 
you can |ust duck through with a skillful 
power slide Y^u can even brake here 
and save time 


The second road race in the islands takes place 
throng the notorious Treasure Caves where pirate 
wrecks litter the reefs Since you'll probably 
start out back in the pack, missiles will 
become an important way to clear the track 
ahead of you If you stick with it, tfiough, you 
can recover a lot of ground on this course 


Cross to XTie Zipper 


Aim toward the tunnel antranca ahead as you cross 
the zipper in the cavern area Y)ur course should take 
you across the track to the right and along the back 
tunnel wall to the last zipper 


This IS a tough course to get started on since tha pole 
position puts you on the opposite side of the track 
from the first zipper Let it go on the first lap unless 
you are on the right side 


2 fower to tlie Zipper 

Start a Power Slide to the laft before 
you hit this zipper so that you boost 
up toward the cave mouth. 


Zip Along tlie Wall 


left is Kiglit 


# Tfie Hole in tfie Wail 


Power Pirates 


Power slide to the laft from the gangplank 
onto theshp's deck, then power slide to the 
right as you head down into the hold When 
your car is pointed fully into the curve, release 
the power slide and you'll be going straight 
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Oraaor* l^orest 



WmdtnUI Plains 


Air races like this give pilots plenty of opportu¬ 
nities for finding shortcuts. You can cut across 
curves and fly over obstacles, staying to the 
straightest course possible. You can also make 
use of ground zippers by touching down briefly 
and getting the boost 


WindmiU TtiriU SeeVers 



Chances are you'll be lined up at the starting line with a 
windmill dead ahead Dive beneath the windmill and 
touch the zipper to get the boost Vbu'll also pick up a 
Rainbow Balloon 


After passing through the 
air zipper, cut straight 
across the little valley to 
the tunnel and bypass the 
road route 



Passing under the second windmill isfrmight with dan- 
ger 'tbu must be lined up with the windmill's door when 
you hit the air zipper or you'll crash into the wall 


Cruise to 
ttie Canyon 


Slice Off 
ttie Comer 


^ 


Cut across the lake area, 
heading straight to the zipper 
The zipper spits you out in 
the canyon where you can 
get a boost or missiles 


i 3 windmill of Terror 



Greetiwood Village 


Boost over the first 
zipper then head for the 
little well Just before 
□ reach It, take your 
inger off the gas for just a moment 
At the bottom is a shortcut, 




f Blast in ttie Woods 


In the tunnel beneath 
the well, you'll pick up 
two bananas and 
boost back onto the 
track using a zipper 






rfOW. 


Begin your power slides 
ell * 


well before the corners 
in the village. The right angles are unforgiving 
unless you are out ^ead of them If you master 
thts^you'll hit all the zippers - ^ , 


Stiortcut, 1 Don't TtiinV So 


The tunnel track off to the left of the mam route is no 
shortcut When ycu hit the zipper in the tunnel, head 
straight toward the Red Balloon and give the 
shortcut a miss 


Bower Ttirougti ttie Village 


The village turns out to be one of the most challenging 
courses in DKR Your greatest advantage comes from the 
wishing well in the town square, which conceals a 
shortcut to the woods The right-angle Orrns at the end 
require power slides aplenty and hard-to-reach zippers 


Drop Down 
ttie Well 
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Two Twmei Trivia 


Hovercraft courses are never easy, but you can 
give yourself a break by choosing a heavy 
driver Lightweight drivers are far more 
challenging Look for Blue Balloons through¬ 
out the course. The boost m speed you 
get should be enough to take you to MjM 
the checkered flag 


Which tunnel is short* iSs 

esT^ Which IS fastest^ 

The tunnel that begins on the nght side is longer but 
proves to be the fastest route since it dumps you out 
neer a zipper and a Blue Balloon 


Blue Boosts are Best 


Zippers on tBe left 


TBe Drawbridge 


If you're in front, you 
don't have to worry 
about the draw* 
bridge opening But if 
another racer hits 
the bell, watch out 
for the moat 


The zippers are found 
along the left side of 
the river along this final 
stretch, but the bananas 
are set on the nght 
shore Concentrate ^4 
on the zippers 


Pick up all the Blue Balloons on 
the first stretch of the river 
course and use them immediate 
ly to take the lead 


The Haunted Woods may sound scary, but it 
won't frighten a racing pro who has made it 
this far Since there are so many dropper bal¬ 
loons available on the track, it pays to keep a 
sharp lookout for oil slicks, mines and bub¬ 
bles, particularly in front of zippers and 
around corners If you see a ghostly image of 
the Wizpig, don't worry 


Kotiiicf aticf Kouiicf 


After your sprint through 
tho woods, you'll come 
back to the castle On the 

loft side of the bridge, aim toward the Green Bolloon 
on the left to hit the zipper ]ust beyond it 


Power slide with care as you 
line up your car with these 
zippers On the second zip* 
per, bo sure to aim toward 
the middle of the arch 


The track goes around the con* 
tral fountain to the right and left 
If you continue your power slide 
around the first corner, you can 
take the left route to take the 
lead 


The final incline back up to 
the starting line can slow 
down any car If you hit the 
zipper along the right wall, 
though, you'll literally fly up 
to the line 


Boulder Canyon 


Haunted Woods j 


6 ^. 































Pick up the missiles elong tha 
track and fira them at Tncky 
to slow him down When you 
shoot steer dear of him or 
he might stomp you 


Two-thirds of the 
way up the mountain 
youll pass a group of 
plants hiding a tunnel 
that cutsstraght 
through the mountain 
Tho shortcut can give you the lead 


Tricky the triceratops challenges you to a 
race up a mountain after you've aced the 
four races in Dino Domain. Stay out from 
under his feet because he'll think nothing 
of flattening your car The best strategy is to 
wait until the steep upper slope to make 
your move, because that's where Tricky 
gets tired and slows down 


If you get a jump 
start off the line 
and move out in 
front of Tricky, 
chencas are the 
big dinosaur will 
tromponyoalt's 
better to stay 
close behind him 
et first 


“Jr Blast His 
- ThicV Skin 


Tunnel TBrougB 
the Mountain 



A Boost in the Trough 




Just before the second 
tunnal, you'll enter a nar* 
row trough, or halfpipe, 
and pick up a Blue Balloon 
Use It before you enter 
the tunnel or af tar, but 
not inside 


Bluey challenges you to a race ^ 
down Snowflake Mountain after 
you win the four races in that 

world. Since you race in a hover- —-- ^ , 

craft, you may prefer to 

change to a mediumweight or heavyweight driver. The 
strategy here is simple take the lead and never look 
iA back. 


heaving the 
first Tunnel 


If you get a solid jump start 
at the bcanning and steer 
straight for the tunnel 
entrance, you should be in 
the lead By hopping up just 
before the tunnal's axit, you 
can grab a Blue Balloon. 




















WiJj 


In this first areS; Bubbler^ 
mines seem to be everywhere 
>bu can bypass them by slipping 
onto the snore 
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The most difficult of the four boss 
characters has to be Bubbler, the 
octopus, who challenges you to a 
watery hovercraft race after you clear 
L Sherbet Island Not only is Bubbler fast, 
but he drops mines all over the place If 
you get in front of him, you won't 
have to worry about the mines, but 
m taking the lead won't be easy 


Stiot m the CarV 


The tunnel contains 
a missile If you hit 
Bubbler with It, he II 
slow downdramati* 
cally and give you a 
chance to pick up 
some ground, or 
some water. 


%V\v(i the Shcrelme 


at]d Missiles 


The islands on the back stretch contain Red Balloons and 
a Blue Balloon If you grab the two Reds, you'll have a 
Homing Missile If you've managed to stay close, one 
Homing shot can put you in a position to take the lead 



The namesake of the Dragon 
Forest is Smokey, a fire-breathing 
dragon who challenges you to an 
aerial race through tunnels and 
valleys Smokey's puffs of dragon 
breath can knock you out of the 
air. so avoid them at all costs 


Even the quickest start won't 
beat Smokey off the line Stay 
behind him at first and dodge 
his smoke 


CaTigerous 

Missiles 


Boostivig to Victory 

■QBk Grab the Blue Balloon under 
the windmill and the ones in 
the valleys, then blow past 
Smokey you can also gam 
ground by cutting corners 
Smokey usually stays in the 
middle of the course, which 
11 isn't the ' 


There ere plenty of item bah 
loons to be found in the tun* 
nels, but they're tucked 
behind stone pillars Its best 
to avoid them and collect 
boosts later on 
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the N64 over a year ago, no 

- _ _._5J 


game 


anticipated by so many gamers as 


i Zelda 64. Shigeru Miyamoto has been 
I. cautious so far, not wanting to say too 
S much, or to show too much. But when you put 

^4 « _ft 


muciL/ - j 

everything together that we've seen and 


ig page|4eu 


see everything that we've seen a^ 
*11 •%kja Vnnw of the UpCO!^^ 


learn all that we know of the upco^ 


cie adventure, -- , , i j 

.ublished before, so prepare yourself to be dazzled 

> 


Zelde 64 tekes pleyers into 
e 3'D world like no other Mr. 
Mryaifioto streeseo thet tho 
environment, the story end 
the ection are designed te ! 
evoke emotionel responses | 
from pleyers. The cherecters, 
Greeted from 3-D wiref remee 
like these, have far more 
moves and flexibility than 
previoue Zelde cherecters. > 


Himmo pomR 





I Link Comes 


the woodt, he discovered that a monster had captured 
one such fairy. Gaiiantly, Link came to the rescue and defeat* 
ed the monster, but the fairy was mortally wounded. In her 
dying breath, she warned Link not to allow 
Gannondorf to posses the Triforce and to seek 
.out a wise man and his spiritual stone. At the 
same time, Gannondorf, the king of the 
i- thieves, was searching for the legendary 
^ Triforce so that he could steal its power. In 

y time, Gannondorf stumbled into the Maze 
' Woods and neared the secret place where the 
Triforce was kept. Link went to Hyrule Castle for 
help. Princess Zelda knew of the Trrforc'e's hiding place, | 
but to reach H thev would have is lad three mogkai J 
stones to unlofit the secret Thus bq{i>ts dte adventure. J 


The outline of the story for Zelda 64 comes straight from 
EAD, the chief game development dq>artment at .. 
Nintendo Company Ltd. in Kyoto, |apan. Although 
EAD considers everything "tentative" until the ' 

final version of a game is completed, much of. -\i 

what you read here will be a part of Mr. | I- 

Aviyamoto's greatest epic. Long ago, before 'V 
t •annon stole the Triforce and kidnapped Zelda, 

I inksetoutto hi$coming>of-age ceremony in the ' 
\^foze Woods. It was the custom of his tribe, the 
Kokiri family, that a young man would receive a guardian 
spirit or fairy who would stay beside him and guide him 
throughout his life. But as Link walked through 


#•!«« 


According to Mr. Miyamoto, only 
about 30% of the enemies in Zelde 
64 will have appeared in previous 
gemee« Some enemies mey have new 
incarnations, like the Dodongo Jr« 
shown below The enemies who will 
return are the moat interesting ones 
from pest games* ^ 




Heavies 


Some of the eriemres' in ind 'aroynd Hyrule will seem familiar to Zelda far»s of the previous 
^ games. The ghostly Wall Master were first encountered m The Legend of Zelda along with the 
skeletal Staltos and Leevers. One ca the strategic elements of all Zelda games has been that you have 
to use certain ^acks to defeat particular enemies For instance, the most efficient way to dispatch a 
Dodongo IS to throw a bomb in its mouth That will be true in Zelda 64, aswell,butsome of the attacks 
may vary and there will be plenty of new enerhies. The Ltzalfos, Cohma and Dodongo jr. are just some 
of the new, 3-D monsters you'll meet. Enemies play tnSny roles in Zelda 64, including the role of level 
guardian Iron Knuckle was just such a feirqr Ip Zel^a N'for the NES, and he's back again But even 
when enemies seem familiar, battling them in a 3-D world will present all-new challenges 

mmi W3 I 









Places to See 

Zelda games havte always offered a wide variety of settings in 
which the action fakes place, from forests to dungeons, and 
from castles to tropical shores Zelda 64 should have the 
widest variety of all We know that the settings include at least 
one substantial town, a forest maze, a desert, a swamp, a 
canyon, a faim, building interiors and dungeons Many of the 
settings will include special lighting and fog effects to hiake 
them seem more realistic and to set a mOod over the scene 
Dramatic camera angles will also be used in some 
areas to create .in almost cinematic effect. Setting 
the mood is one of Mr Miyamoto's top prionties 
for the game. He wants it to be less stressful 
and more emotional, a game that plays like 
a story or movie unfolding But with mys¬ 
teries and monsters aplenty, we doubt 
that the concept of a stress-free 
Zelda will be realized Don't 
throw away your stress 
balls just yet 


Miyamoto: "Since Zelda 64 takes place 
k in a 3-P environment, it's not easy ter J 
compare it to previous Zelda games?. 
I don't want playeis to be frustrate4;| 
% I so to avoid that we've created a new 
I camera system and some secret 
movements for Link." 


64 should have the most edvaeced 
re motiots of any N64 aome to dote, 
icois to oihence the experience 
ive pleyers the optimum perspective 
eying it eny tree of the geme. 
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As in previous Zelda games. Link makes uip 
of traditioaal weapoas such as swOlflhV 
boomerangs, and bows and arvowb. nayer# 
will salact weapons from an iliVentorv and 

assign them to ^ -p— 

Controller buttons. 

You will be able to . 3 . 

have several active ~f 

weapons at a time. « % 
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Link Will have many mwu 

including ovarhaad swon 
ability to fight while baci 

anamy who‘S 
Players will also usa i® 
cal spells and items dM 

battle saguances. 


The ra^ ^ng enemies havechosen for 
their particular weaknesstflUattla. In 
other words, you'll hav*|Lj|P4e strategic 
battle ratherjjiaa use a ^fi Ipte chaique In 
• — pa# AR the reaga of 

strat Tlg ^ covarad the 
^ type if^mpon used aad 

^ rile lec^( * and number 

^ of hits that you must rain 

- wyour haplass foa. 


of Battle 


No Zelda game would be complete without fierce battles against implacable monsters and Zelda 64 will 
maintain this heroic tradition From the earliest screen shots we Jearned that Link will have many of his old 
weapons at hand Swords, bows and arrows, bombs, shields ancf special items wiH be activated using various 
By Controller buttons and using combinations of weapons will also be possible Link wjK have full mobility during the 
W battles, as well, allowing players to dodge, retreat, jump and move with analog precision (or varying speeds) to put 
. Link in the best tactical position for attack We also know that Navie, Link's fairy help^, will warn you of impending 
attacks from enemies, and that she will take an active role in defending and healing her young ward, mn / 




, In this sample 
seauBHce, Link has 
to Q^l w^th a large 
obstacle in the form of 
a giant step In previous 
games, such an obstacle 
would be impassable, b \4 
the new N64 Link ju^ 
clambors right overi^ 


2elda gemas have I 
always pushed tha \ 
limits lnZelda64, — 

vou'll also have to push the walls, 
or pall them, in order to find secret 
rooms and hidden passages One o1 
the great things aoout the Zelde 
series is faaling that you get that 
aaything coeld happen. 


etting areiind 


dof Zalde64 
till require far 

lOre aaimetioa 
moves than in 
evious games. 


Link in Motion 


Getting around in the hostile world of Hyrule has never been easy. In the 
first games, Link had to hoof it on his own most of the time Later, he 
learned to catch a ride with a chicken and float on rafts But in 
Zelda 64, Link takes dramatic strides to improve his trans- ^ 
porfation situation, chiefly by being able to ride a horse 
According to HAD, the horse's motion is so realistic that 
you feel as if you're in the saddle, sort of like playing a 
furry Wave Race. "nTere's also a suggestion that the 
horse may not always be your trusted steed Perhaps 
you Have to capture it and train it before you can 
ride A Equestnarr speculation aside, we also know 
that Link will have a full range of moves includ¬ 
ing the ability to hang from a suspension bridge, / 
leap down from cliffs, run, walk, tiptoe, turn, 
back up and jump. Iftalso likely that he will 
swim and perform other feats. While 
you're moving about, you'll also feel 
the motion since Zeida 64 will 
make use of the Rumble Pak 
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Miyamoto: "As you 
probably guessed, the main reason 
for the horse is as transportation. 
I also think that it's just a lot of fun 
to ride the horse around. In addition 
to Link's steed, you'll also find 
I warps that transport Link instantly 

across the world." 
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f % Mr Miirfnidfd 
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^00 


LimH us« of iii^rt Item ^ 
JMttoos*}f»i|fr) ever before Here ' 
<ir f{Af 140K^ \m plays the ocarina 
fiirvltmjdpivn C Bute iit. 


Wtieiher Link ia welkmg. standing 
around, or fighting eviNoara, ha will 
be ammatad. Lihilike animation is one 
of tha main mathods for craating a 
realistic anviranmant. 


Tha usH ot separata light source* 
producesraaliatic effects like tie 
4adows shown in tha screens 
above. Trans para ncy effects I 

create realistic water When yen 
combine this with appropriate stsee^ 
affacta, the impraasion is magical. 


Miyamoto: "In addition 
to the special camera 

system, we try to 

✓ 

j convey emotions usin 
evocative music a>ui 


Behind the Screens 

At a reported 256 megabits, Zelda 64 will be the largest game for the N64, doubling 
the largest current game on the market Size alone may not mean much, except that S; 
Miyamoto's games are known for stuffing in quality, and every increase in size has also 
meant an increase in innovation and fun Zclda 64 wifl also benefit from aH the advances 
made over the past year in N64 game design As a second or third generation game, Zelda 64 
should exhibit some of the most stunning 3-D graphics ever seen Our 100 shots demonstrate the 
level of detail if not the fluid animation, but we've also seen spectacular video sequences taken 
from thegarr>e that promise a dynamic and realistic gaming experience. Perhaps the most signifi¬ 
cant fact IS that Mr Miyamoto himself has been spending most of hrs time over the past six months 
on this title, and he never lets one of his projects out of the studio until rt's a masterpiece 

mmoo POWER 












Link isn't a Iona heroic HqS 
figure. The lend of 
Hyrule ie filled with 

te od and bad characters, m 

' the good characters htteracH 
r I ink, sharing infonnatipn and 
lor help. 


Mysteries of the Ages 


^r\ 


THE 1st 100 SHOTS! 


Zelda 64 promises to have many mystenes that players wHl have to solve 
Acquiring the three magical stones will be one task, but there will bcfnany ^ 
others, including side tasks that only indirectly relate Co ypur main quest One of the central themes of the game 
has to do with time In fact, you will move backward and forward in time at different stages of the game 
During the earlier times, link will appear as,a boy of about ten years of age while in the later stages he is 
a heroic youth in his teens Kid irnk, as the EAD team calls him, will have special abilities and will be 
able to use certain items that Teen Link won't be able to use Other mysteries will include learning 
how to fight particular enefnies; how to ntivfgale through ma^s and how to avoid traps He'll 

% 

have to deal with hisfetlow Hyruleans, as well, listening carefully to their stories and help¬ 
ing them out of predicaments. Many Zelda fans feel that the mysteries are the best part 
of the games. Mr 'Miyamoto believes that players will be surprised and delight¬ 
ed by the number and variety of puzzles in Zelda 64 


Link is not the only chwerter 

who will undergo «" 
this gome Gennondort tta 
“thiof will become Gannon the 
evil mastermind by the end of 

«ka nantR^ _ 


the geme. 


♦ The Wait Continues * 

We won't be coy with you about the release date of this game. Although Zelda 64 is tenta¬ 
tively scheduled for release this spring in North America, everything depends on Mr. 
Miyamoto's assessment of the quality of the game. If he wants to spend an extra month or 
two fine-tuning Zelda 64, hell get it We may be disappointed by delays like this in die short 
term, but in die long run it means a better Zelda, and that k somethiiw thafs wmth the wait 












m BADDIES IN TONGUE-TWISTING 
STAGES. BUT THIS ISN'T A GAME ABOUT 
REPEATING FUNNY PHRASES-IT'SAN 
ADVENTURE THROUGH A TWISTED 
WORLD, WHERE THE ULTIMATE WEAPON 
IS A LONG, Snm TONGUE 























CHAMELEON TWIST 



Your parents probably never approved of you ^w||a|a|| 
sticking out your tongue and spitting, but it's a 
way of life in this twisted world. Training mode will 
teach you the skills for survival. As you progress, the training 
challenges will increase in difficulty, but these introductory 
puzzles are nothing compared to the challenges you'll 
encounter in later stages in your adventure. 


SPIT THAT OUT! 


TONGUE LASHING 


You can snarf up baddies by 
pressing B and store them in 
your mouth until you press the 
B Button again. When you 
have a mouthful, you'll emit 
yellow dots that let you lineup 
a foe as a target, and then, 
when you press B, you'll spit it 
back out again. 


Talk about lashing out at your 
enemies* By holding down the 
B Button, this chameleon can 
flick out his tongue and lap up 
foes Th^ longer you hold it, 
the farther the tongue goes until 
It reaches its limit Licking isn't 
just for pesky critters, either Iry 
snagging hearts or crowns with 
your tongue 




If you munch up many guys at onca, 
you'll spit machine-gun style Use 
the Z Button to shoot one at a time 


Your tongue doesn't have to move 
in a straight line, so wiggle the 
Control Stick to nab lots of enemies. 


Spit shots can also activate urts 
of the puzzle, such as crowrv 
Nddcn in blocks or explodirif tiles 


To aim without moving around, hold 
the R Button and point with your 
Control Stick Aim and spitl 


When meanies are swarming, try a 
defensive tongue move by looting 
It in an arc around yourself 


This tongue can turn corners, too, 
to catch some tasty morsel behind 
you or around a tncky corner 


7IV/57F, 


TONGUE 


VAULT 


You can also attach your 
tongue to poles and swing 
across open gaps First try 
grabbing a pole and holding 
down the B Button—you'll see 
how you can pull yourself 
towards it. If, however, you 

s 

hold down the A Button as 
well, you won't pull your 
tongue back in. Instead, you 
can rotate ^yourself around, 
almost like swinging horizon¬ 
tally on a tether bar. This takes 
some practice, but that's what 
the Training mode is for* 


This tongue isn't just for tast- 
ing-it's also useful as a vaulting 
pole! Hit Z to see your tongue 
extend, leaving you high in the 
air For short walls, you can 
just lift yourself up and hit the 
A Button to jump off For taller 
walls, however, the long vault 
IS needed. Walk towards the 
wall and hold Z until you bend 
backward on the tongue. If you 
jump off at precisely the right 
time, you'll sail into the air! 






















The first territory »j,this lesry plac^, full of spiders and 
steep ledges Try to coltect >ilJ the crovyns trom each level 
without losing any hearts, but watch out some of the crowns are hid¬ 
den There are lots of enemies, but, luckily,^here are lots of chances for extra 
hearts. Look carefully around each room ”Use your ijole-swingmg skills here, 
and don't be frightened by spiders Just lick those bad boys like old stamps' 


RIDE THE RAILS 


You'll need to ride the rickety rails 
to reach the king of the Jungle Land 
beasts The mine cert will start 
rolling as soon as you jump la but 
your ride will abruptly end with , 
tragic consequences if you ^ 
)ump and miss the next mm- 
mg cart Leap again before //. 

you run out of track. //«: 


ROCKS FOR BRAINS 


Don't take these guys for granite^ 
These two giants will wake up when 
you approacli. Don't be scared, avoid 
them, grab some spiders, and spit 
those rock-heads out of commission 
The door will open cmce both giants 
are history 


An army of advancing arachnids is 
determined to protect the four 
massive eggs in this chamber YDur 
only chance for survival is to lick up 
a mouthful of spiders and spit them 
back into the crowd Break open the 
eggs and collect the four crowns in 
the room 




What? 'ton ate too 
recently to take a dip? 
Try It anyway, since 
two crowns are hidden 
behind this waterfall 
>fau won't see them, 
but hunt around back 
there Make sure you 
lick the fish up first 


LEAP OF FAITH 

On the first interior screen, tiiere is 
a hidden crown Go to the edge 
across from the crate and took 
around \bu should see the crown's 
tip twinkling, so fall on that hidden 
shelf and nab it 


START 













CHAMELEON TWIST 



Ant Land is no picnic It's a complicated, military-indus- 

trial complex teeming with goose-stepptng army ants. In 

addition to licking up insects and mowing down the marching 

masses, you'll need to master your pole swinging technique to cross deep i 

crevasses and reach the Queen Ant waiting at the end of the level. If you can't lick 

an advancing enemy with your tongue, try spewing a weaker foe back in their facet 


DADDU LONCLECS 


The giant yollow high*steppors hare can't be 
stopped unless you trip 
them Grab on to the 
pole, press your A But- V 

ton end swing around to ^ i« 
tripthem Next, grab an m ; *1 

ant and shoot It at the b * - I 

yellowfellow Clear them |||^^.' 
all to open the door 


CROWN JUMP 

The crown is too high to swing to 
but you can jump up and grab 
for the pole once you're in j 
midair Swing yourself 
around to land on tha 
high platform, and 
reap your booty , 


ANTS 

MARCHm 

The room will spin, and/ 
when It stops, ants v\u 
march across \bune 0 ato 
get them all to openihe 
door, so hold out yodr 
tongue toward tlw Ime t( 
gobBrifTiup. / 


\X yy The ants go marching two by two 
'v y ^yy hurrah hurrah More then two, and 

.there's nowhere to fit in this lock step 

ants to clear a 
▼ ^ space for yourself. I 
V\ftilk m that space, . «• J 

using your ants to spit ^ 

more room around ^ 


ATTACK 

CF the N 

AfflVIU ANTS 

\bu can't lick.them, but avoid helmet 
ed army ants Greb soma smaller 
ones,and,. 
try spitting 

those ri - 

They're 

outta the L ' 

army, now ^ ^ w 


SUNT 

















OLYMPIC 

MOMENT 


In this room, there's a crown 
hidden high above the 
entrance It'seven above the 
ceiling pipe, and only 
OlYmpiC'Styie pole vaulting 
will help Run up, dig in your 
pole, and go for the gold 


b Lancf IS a highly volatile, cast iron lair syher'e 
missiles hum .past your ears, and wandering bombs 
tick down to oblivion Stacks of blocks obstruct the route 
to the mechanized caterpillar tromping through the room at the 
end of the maze, so you'll need to spit explosives to blast a path to the exit 
But while the walls might be made of solid steel, the brittle floor breaks away 
with every blast. You'll need to carefully plan your path through Bomb Land 
or you II end up at a dead end 


STEPPING STONES 

Across the chasm is a pool of lava, 
swarming with bomb*guys What to 
do'^ Grab the floating missile with your 
tongue, end you1l find that every bomb** 
guy you blow up will make a stepping 
stone in the lava Clear a path to the 
exit, then swing across^ 


ROCK BLUES 

Those stacks of stone are actually 
breakable blocks \bu can blow each 
one up with a floating missile, and 
sonetimesheartsare hidden in the 
stone for a bonus Be careful, since you 
need enough blocks to jump to tha oxit 
Also, consider using up a heart to gam a 
crown here 


TIC-TAC-BLOW! 

Thefloonsegeme boardi Lure a drone-robot 
onto a tile, then spit a missile Certain tiles will 
turn into an X or 0, and othars will crack Get 
all tic* tac* blocks to opan the door, 


1 1 ~ 
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CANNONBALL RUN 


There’s a bridge to cross, but be careful, 
since the planks fall away after you step 
on them Falling cannonballs knock 
planks away, too Our advice go for it 
nun fast, grab the crown, and jump over 
the cannonballs 














































CHAtAELEON TWIST 


A desolate citadel, the Desert Castle is slowly ^ 

drowning in a vast ocean of shifting sand. Its dark halls 
are patrolled by hungry vultures and massive sand worms. 

Your pole vaulting skill is the only thing that can save you from 
shriveling up into a dehydrated morsel. In order to find all 24 crowns in this 
challenging maze, you II need to climb your way up to the tiny platforms high 
above the stronghold s ramparts 


SLIP SLIDING 
AWAbI 


Where you land in this 
quicksand flow is where you 
stay That means trouble, 
sincQ you can't reach the 
crown you just passed 
n try to spot the crown, 

3 then ave up and start 
m over Then you can beg*n 
I again in the sand and 
I slide directly to the 
I crown. 


GOING UP? 


^u1l take a platform up a few 
levels, but the crown is hidden still 
higher in that blua, blue sky 
for another movingplatforo) to 
arrive and use it to float up until 
you see that tiera Juy^or, to 
claim your pnze / 


DUNE RIVER 


This IS another sana waterfall that will drag you to doom To 
cross, lash out with your tonguo and grob tho posts, then 

swing from pole to pole 
like anorizontal 
Tsrzan, avoiding ^ 

K /I the chasm. If 

L. . I you miss, 

I r^^bnyour ^ 

tongue so I... W 
I you'll be 
safe 


You can't walk on the p!«Herms 
filled with spikes, but ^iIHongue 
cen knock down the panted obsta 
cles The spikes will s^ down 
only for a short period |{[„time, so 
clear your path es you v^ilkacross 
the platforms. • 


SAND TRr 


The sandhnwnks 
toward a hungnl^ 
beast, maybe an^ 
ant-lion, maybe a ^ 
toothy worm The 
trick IS to hop out of 
his trap, avoiding 
sand fleas Be sure 
to grab the crown 
near the third 
beast'smouth. 

























Those poQWtick 
giants canne 
licked, butlBou 
shoot thef^ith 
chocolaUiids, 
thevlllpdown To 
save tme here, 
slurp III a tongue* 
load of kids but use 
the Z BuUon to 
spit thenwutono 
atatimiJRtcadof 


unning 


STAm 


heri are the kinds of enemies who are Teally 
worth munching chocolate kids, floating cookies, angry 
sugar wafers and unwrapped chocolate bars A lizard could eat 
himself sick in this Willie Wonka dream land Things are tricky here 
despite all the sweet-tooth fun, so you had better watch his step jumping from 
one cookie to the next There's no caramel cushion to catch you 


TONGUE LOOP 

The clear barrier isn't impassible With 
your tongue curved like a U, grab on to 
the pole that^ on the same side of the 
barrier you're on Swing yourself clock* 
wise around the 
barrier to land on 
the other side 


TONGUE-TIED 

There are three platforms 
here, one with a clear block 
From an open plat¬ 
form, swing onto 
the block, which 
will move to 
another platform. 
.1 Keep swinging 
onto the block 
until all platforms 
are done 


TASTy 

TREASURES 

Jsing chocolate kids for ammo, 
blast those angry wafers on their 
bull's-eyes The wafers will move 
back temporarily, so grab hidden 
treasure quick mu can also blest 
wafers that block your path 


COOKIE EXPRESS 

When you step on a cookie platform. 

It will float out into the room, ending 
at another platform The route is 
sometimes unexpected, like a floating 
maze, but be patient, eet cookie mon¬ 
sters in your way, and you will reach 
the exit. 
























































CHA/AELEON TWIST 



This IS the last level, and the creepiest, since you'll find i 
yourself in the oddest haunted house of all. Here, eerie 
furniture and dishes come alive, rooms 


arc turned on their sides, 
and giant shoes walk up and down the stairs And who decorated this 
)!)lace, Beetlejuice? It takes a steady hand to walk across the creaky wooden plat 
forms here, and do learn the tricks to the more dangerous rooms. 


CANDLERAMA 


Eat up a fireball and spit it at a 
candle The candle will light, 
andapletform will appear 
Repeat using the Z Button, 
because the platforms wifi 
^ soon fddo, and you need 
■ to reserve atpoift 


GHOST 

BUSTING 

It must be the maid's day off 
Whan you walk m and grab 
the crown, you'll suddenly 
find furniture and china spin* 
ning around youl The only 
wiy to stop the insanity is to 
grab a fireball and throw it at 
the mirrors Once you shatter 
the mirrors, the spinning 
objects will disappear 


When you enter, the 
library will tuip on its sidol 
Practice preasion pole* 
vaulting herayou' II ne^d 
long vaults f ^the very 
edge of each to get 
to the next, an enk the 
otiiersideisahigR|rown 
Vault straight up bf bend* 
ing your pole back.^st i 
enough then timing the 
release 


SPITFIRE 


These urns and candles 
shoot fireballs when 
you get close, so shoot 
back! Run up close, grab 
a fireball, tnen run back 
so they stop shooting 
Jump and spit to hit 
these floating enemies, 
and be sura to clear 
them all 


GHOUL POOL 

\fciu need fifty crowns to 
enter, but inside is a giant pool 
hall Shoot using your tongue, 
arxl get one heart per ball 
sunk, a crown for the whole 
rack Be careful, though, ^at 
no balls roll over youl 
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After you've fo&nd your way. through the pitfalls of 
each level, you must stiil Confront that level's Boss. No 
Boss IS nice, and none can be hurt by tongue-grabs or spitting, 
but each has a weak spot that you must use to your advantage After 
you've cleared all levels, you'll reach a room where you fight the Bosses 
again, so keep their weaknesses in mind 


JUNGLE LAND 

This fellow throws boulders, so beware, 
but he IS weak when he doesn't have a boul 
der in his hand Mdu need to slurp up some 
butterflies then and machine aun them at 
the ape, angling to push him off 
edge Repeat until he takes a dive 


ANT LAND 4 > 

This nasty queen is weak only when vou\e 
topped her Grab the pole, swing around 
to trip her majesty, then, while shels wrig¬ 
gling on the ground, grab an ant end shoot 
her Move quickly-she doesn't stay down 
for long, and ^e comes up swinging 


BOMB LAND 

Here, a mechanical caterpillv' lays borrdis 
as eggs The bombs will destfey ties leav¬ 
ing only lava, so grab a bomb and shoot the 
bug from the side, knocking out a segment 
Be careful when he coils then launches 
himself et you-enticipate end fun quickly 


When this armadillo bounces, he shakes up 
sand fleas, but he stops on a fourth bounce 
That's when you can hit him with a flea Act 
fast because he won't linger Also, he will 
reappear in the sand beneath you, so run 
after you've h?t him 


GHOST CASTLE 

This looks like nothing but a pile of books 


This giant cake launches strawbernes-and 

£ du can't lick iVs frostingi can avoid the 

ernes by watching their shadows, and 
when the cake's layers open up, jump and 
gr^ a chocolate man inside Repeat until it 
gets Its just desserts 


with swinging arms, but watch outi Avoid 
the arms when they swing and poke out the 
segments with your tongue Then, when the 
book-body spins and launches a stream of 
balls, grab some and machine-gun them back 



















CHAMELEON TWIST 



As with most games these days, Chameleon Twist 
gives you the option of multiplayer tongue-twisting in the 
Battle Mode It's a twist from the mam mode, and it gives the 
game long-lasting appeal. And, of course, it gives you a chance to take on 
unsuspecting friends F^'om two to four can play, with different characters, 
in either of the two Battle Modes 


$K ^ mtu 


SURVIVAL MATCH 


Here the point is just to last the longest while trying to push oppo¬ 
nents off the edge You can use the various skulls, kids and fireballs 
to spit the other lizards into the void or into an enemy, or simply 
poke at them with your trusty tongue. At first it will be fun to go 
all-out against your friends, attacking with every tongue trick you've 
mastered, but with a few players it can 
^ be over soon unless you play defensive- 

X ly. Protect yourself by looping your n 

tongue around your body, catching 
thrown objects, staying clear of enemies, 
watching your reptile feet You 
^ Will survive) / \ JlT 


Each of the four matches is different, but itfe easy to fall off ml The tv\ 
square screens are stable but competitively small with many o^nents 
and the donuts and floating wafers make watching your step crubL 


In these matches, you'll have a clock ticking next to your name 
You'll still try to stay on the platform and knock your opponents off, 
but even if you do fall off, you won't be done for Instead, you get 
docked seconds until you climb back into the ring, and sometimes 
you will need to pole vault up to do it Because some of the surfaces 
are so slippery, they're tough to stay on even without an opponent 
knocking away at you with skulls or fire- 
balls, but try to remain King of the Hill jr 
by grabbing at poles After the ^ 
time runs out, the player with ^ A 

^ the least tffrw^pent off the - 
L \ platform Wins. ~ 


The octagonal smans are slippery with ice and sand, so keep pulling your 
self up with the poles The other levels have either tricky holes or falling.* 
skulls that can knock you right off If you fall, get back upquick* 


NURRyr 
































Long before entering the Mortal Kombat tournaments, Sub- 
Zero had proven himself to bo a warrior capable of feats 
that were worthy of die greatest myths. Midway unfolds the 
earliest chapter of the Mortal Kombatant's adventures as a 
young Lin Kuei assassin in MK Mytholc^ies. This time 
around, fighting alone wonT make Sub-Zero the hero. 
Magic items, experience points and hidden keys will Ignite 
the MK action and myth. Submerge yourself In our Sub-Zero 
strategies and perhaps you too will become a legend. 




NINTENDO POWER 


Mortal Kombat® Mythologies: Sub-Zero™ ^1997 MIdwey Mtg. Co. All rights reserved. MIDWAY. MORT AL-KO MBAT.THE 
DRAGON DESIGN and all cheraetars* names are tha trademarks of Midway Mtg. Co. Distributed under by Williams 
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MYTHOLOGItS 


Sub-Zero is the first of the 
Mortai Kombat fighters to ven¬ 
ture out of the araia and into 
hts own advmture. in Mortal 
Kombat Mythologies: Sub- 
Zero, the master of coid intro¬ 
duces MK's Outworid-renown 
brand of brutal fighting to the 
worlds of side-scrolling action 
and epic adventure. What 
results is a unique blend of 
action that sweep kicks across 
three game genres guaranteed 
to bruise the egos of fighting 
pros who tfiink tfiey've mas¬ 
tered all MK has to offer. 


A SIDE-SCROLLER... - ^ 

Above all, MKM is a side-scroller. Spanning eight arevt^ 
Sub-Zeroes mission may progress through sideways 
mazes, but expect 3-D elments as well, such as platfonns 
thaijwiiiglo’and from the^oreground. 


Of course, if it bears the Mortal Kombat name, then it has 
to have fighting. Mythologies pulls no punches when if 
comes to providing hand-to-hand combat* Lurking at the 
adgciif dtitiok every screeaare combo masters, ihCtQdIng 
MK regular Scorpion along with neW'biowleif; buSSIfffiff 
iHe^barreUluls of monks. 



, Fighting through the slde^roller will have an added twiiTm 
i adventuring, toa By winning fights, Sub-Zero will accumu¬ 
late experience points that mil earn him new powers* On his 
* ad ywtu re ihenu, Sub-Zerojan concoct potions; tHe magical 
^ items-or study clues and ^lecial mnve^ ' 


SXPCIIIEHCC iA 

MAX rie level A 


No longer confined to art 
arena, Sub-Zero will be able 

4 

to walk, run, jump, climb, 
slide, and somersault his way 
through his mission. 
Pathways will branch left, { 
right, up and down, and Sub- 
Zero will have to climb ropes, 
dodge booby traps, and leap ' 
pits and crevasses in order to 
turn his mythological lore 
into a reality. 


Players can use the Control Pad 
Co ntrol Stick. When navigating 

around obstacles, stick wHh the Control Slick. Moving dl^igdly and regulating Sub- 
Zeroes speed is toughermth the Control Pad, so the qurdi^ way to go Is with the Control 
Stick. Sometimes, howexer^a genrie tapm the Control Pad may help Sub-Zero Inch ovef 
to whera^fTneeds to be. 


Since MKM is set years before Sub-Zero enters the MK toumjunenfs, oV Mr. Snow Miser ha^ityet 
learned how to tap into his powers. During his mission, Sub-Zero wiii eventuaily be ablel^se 
some special attacks from the MK trlic^ (the same 
bul^rt. sequences wiil acQ^te the moves). As'Sub- 

Zero racks up mperience poinU; ' r_ mfIfInSnIlti 

nine special attacks, besinnins vAth the ice Biasb 


'' special attacks, beginning wddi the ice Biast, 
Slide, Directional Ice Bla:^ ,^ir Ice, Ice Clone, Ice 
Shatter, Super Slide, Fre^e on Contact, and finally 
ending with the PolacBklrt«i^ * 


EXKftlENCC l*OINT& US 

MAX m cvranT iciAi tn 









jO^ILLARSt - ; 

After exiting the third room 
(where you see a rope hang* 
ing), walk with caution* The 
I monks have-^ booby-trapped 
the fourth room'^%Mfg^fffg 
t ^nt pillars to drop from the 
ceiling, squishing anyone 
who walks benqath thenu' 
The Tablet pLTrut^ advises 
tbajP^u use a sweep Jdcfc'in 
front of the mliar to activate 
the traPi out a punch will be 
much saf^* . 


OMTimissioned by sorcerer Quan Chi, Sub-Zero foumeys into 
China's Shaolin Temples to retrieve the Map of the Elements 
which reveals the whereabouts of an amulet. Unbeknownst 
to Sub-Zero, the amulet acts as a link between earth and the 
Netherealm, where Hie banished goc^ Shtnnok, was in pris¬ 
oned by Rayden* Unwittingly, Sub-Zero will risk his life dodg* 
ing booby traps and balding sword-wielding Shaolin monks to 
unleash Shinnok and hb wrath m earth* 


o fTAOEDIVI 

At (he balcony, 

Hie edge. A map is in the 
temple's lower level, but 
rather tIpjL Igftig the 
Control Stick to get 
there, usevjljg Control 
Pad. Tap up, then tap 
i^t while in midair to 
hop onto the'icailing. 
<^cc you're perched on 
top K, tap right ^in 
and->you1i le^p to the 
awning below. 


' Your acrobatic leap from the 
balcony will land you at a 
checkpoint.. You'll also land 
I w— >■ revitalizing Herbal 

Healn. Walk right to-take a 
dOsMf medicine, then head left 
V. to take on more monks. _ ' ' - 


Once ScoiTiion has felt theitlng of defeat hbfr 
onto the pedestal at the left end of thcedom. 
The Map of the Elements floats above it, so hit 
the A Button to it. When you've claimed 
.^fOur prize* the roof of the tefUBla wifi open 
Up. Journey b!ich46 Mfe 'right until you reach 
the room with ——* 

tfte rope hanging Guwt - h 
in it ejimb toe ^ 

rope through toe I r 

roof .wotU ‘you 

then leap to the B k 

right Jd retiira^o I ^ SH 


Quan Chi fi^ired he'd have abetteK H ‘ [y^<i^|9^|ai 
chance of getting the map if he put I * . 
two men on the job. Unfortun^eiy I — 
for Sub-Zero, the other man » his 1^' 

arch rival, Scorpion. Beat the ninja 
to the punch by following ynur Ice 
‘^Mst with a 6%lt combo: two hi^ 
pundies +.Jow pun29rv^v^13d( + high kick + roundhouse ! 
I Mck (hi^ kick + back). (If you've earned the Slic%'use & I 

*■ I '■ -|j-J before the Ice Bt^EJ'Before he | 

fben 

rtipeal'^* process. When you 
Vil.' ^ 'S Imbefc Scoqnon to his kn^ 

you'll be able to finish hhn with a 
• ZSm head-popping fatality. 













g IIISIN6 WIND 

To hop to faraway platforms, 
Sub-Zero can get a lift from 
the wind« When you sec an 
updraft .btowing leaves nod 
branches to the sky, hop 
Inside to go.airborne* 


Wrth the map in hand, Quan Chi once again retains Sub- 
Zero's services* The Temple of the Elements houses the 
amulet that Quan Chi desires, and only Sub-Zero, with his 
chilling prowess, will be able to infiltrate the stronghold* 
But before Sub-Zero can seize the amulet, he must first 
defeat the four elemental gods who guard it* To confront 
the first god, the Cod of Wind, he will have to scale the 
heights of the Himalayas to clash in the clouds* 

Q UNSTABLE-GROUND - - ■ ; 

* When you land on the mesa after leaping from the first 
bridge, your weight will cause the platform to sh^dee. 
You'll only have a second before the platform topples 
leap to the next platform without fighting the 
monk* Iht next platform will also ' 

have time tp collect its Herbal Healer first* ' 


An amateurish Sub-Zero will botch the mission, 
so fight all enemies in order to amass experience 
points* By throwing monks off plattorms, you'll 
away your chancesj^ earning experience, 
instead fight them for all they're wort h s ^ 


Sub-Zero will find that windmilfe pose a 
giant threat* Each windmill's gears rotate 
a horizontal arm that Sub-Zero must hop 
on,.fd" reach Jthe other side* Getting p|st 
^e windmills wiliontyji^possible if your 
timing is precise* Jf.the six o'clock peti¬ 
tion is when the arm is pointing directly 

^ > 

at the screen, usc^the Contrbl/S(itl( to hop 
onto the arm when it's pointed at eight 
o'clock;. WWfe airbo cpe,j toP the 
stick to the left and you'll land j 
square on'the aro^ J 










Q TIGHTROPK- 

^ When you reach the bridge 
that has four ropes hanging 
' from it, climb down the first 
I 1^ to ttie wog^* 

I en deefc beneath the platform 
\ Uscollecta 1-UD. 



When you've leapt to the 
fourth rope, wait for the 
updraft. When it starts blow- 
in g. ju m;f into K, let It ca^ry 
you up, th«i hop onto the left 
platform.' 



Jump into the t^ivmd 
bridge to readi the sec¬ 
ond Icon of the Wind, 
push down on the 
Control StlcK..to keep 
*^r dftitude fow, thei^ 
exit to ttib* platform 
that's directly acro4 
^m the' platform %vHh 
the y^low ctreUy^ead 
right, then_ hop up 
imnwdiateiy after step¬ 
ping onto th^bridge. It 
will quickly cof^pse, 
and if you're standing 
oj^W, you'll get hit liy a 


BeforeyoucanexchangeblowswHhtheCodofWind, 
you must first collect the fiiree Wind Icons. Work your i] 
way to the left after hopping out of the updraft. Altove | 
the. leftmo^ platform youU) find the first Icon, fty ^ 
snatching it up, you'll be able to 'feach^-oaw-heights 
WfUiJte magical properties, and you'll register at the ||| 
area's iinf checkpoint ■ H 


’ After you have the first icon, 
reverse direction and head right 
When you reach the platform with 
\ thp-^j^loW circle painted on it, 
acces your adventure menu to 
\ activate the icon. 


Jump into the t^wind 
bridge to reads the sec¬ 
ond Icon of the Wind, 
push down on the 
Control Sticit.to keep 


0-THIRe-4COII- 

* Return to the wind 
and float up. Jump to the 
I ri^t ledge, then use tiie 
I second icoir'to enter the 
' vo<uib-4mide,~ freeze a 

I monk, then push him on 
top of the floor switch to 
keep the right door‘ftp«^ 
I Snag the ttiird icon in the 
I next toon^-then qukkjy 

I Sjide left before tfic fan 
you've just activated sucks 
youtoto its blades.. — 



0-mtSWING-OF^INGS- 

Hanging platforms rock back and forth, and the 
Control Stick will hdp you command the situa¬ 
tion. When the platform swings close to the 
asceen, push the Control Stjek up diagonally to 
somersault. The platform will swingv^htiMHder 
’ you and catch you as you land.. 


9 mENOO POWER 





UNSTABLE SEVEN- - 

After swing-hopping, youll reach a door that 
you can unlock with the third Wind Icon* On 
the otfier side, be light on your toes and^roady to 
q^Lii^Uy^sdfnersauh from to platform, 

because the first seven towering 
cfymble out from under you. 


Rayden appointed four gods to watch over 
the amulet. Sub-Zero's first brush with divin¬ 
ity is against the God of Wind, a blowhard 
whose main tactic is to float above you and 
out of your attack range. The Wind Cod's 
main^offenses are spinning Into a twister, 
summoning the winds to blow you upward, 
and snatching you up then dropping you 
from the sky. The Wind God has the advan¬ 
tage when he's in the sky, so keep him' 
grounded and at bay by always being a ste|^ 
away from him. If he tries to take to tfie sky,! 
jump over him, then attack. When he twists 
into a tornado, you won't be able to attadi 
him, so waft until you hear him stop spin¬ 
ning, tiien attadk him with a jump .kick. 

When you've knocked all the wind out of the 
god, he'll try to take you down with him by 
spinning Into one final thunderous tornado. His rage can suck 
you off the edge of the platform, so as soon as you've drained him 
of his energy, run to toe left or right end of toe area and grab onto 
toe blocb before hts vacuum can suck you away. 


Lika a child, dia Wild God daasn't like to fight fair, but El Niffho's not 
The Wild 8od^ favorita attack Is to twist iato a tornado. Listaa care¬ 
fully as ha soiaa As sooa aa you hear dia wmd atop 
whlstlli^, tha god will vulaaiably cama ta rest, so 
qaickly jump ap and 1^ 

kick him back ta aarth. ^ 

Ta sat ap this aasy M 

attack, provoka him O 

iato spinniag hy & ^ 

attacking with your f A 

IcaBlaM. Ilk. A At 


NINTENDO 64 











OPIT|A4L€ - 

When the ground starts to qu<d(e, 
proceed with caution. The shak¬ 
ing earth indicates the ground is 
about Jo 6 |^n up. If it s^tc^llows 
you, you'll fall into a hole and, 
fn(»^__nkely,. land on the giaot 
spike on the pit's floor. 


After his walk in the clouds, Sub-Zero will plunge into the 
bowels of a cavernous underworld where flie Earth God 
dwells. Three icons will gain Sub-Zero entry to the god's 
lair, but the Lin Kuei assassin will have to navigate the 
worming network of tunnels without getting buried by 
the landslide of obstacles that include spring-action 
crushers, pits and bladcd pendulums. 


O A HjSU-LOT^FMEAUNG- 

Not all pits are traps. Take the plunge into tiie sec¬ 
ond hole that opens up in the ground. At the bottom, 
you'll find a 1-up, Herbal Healer and apotent bottle 
aLPH P otv Formula. Hc^.Qn flie spring platforiffJo 


Oknuuuims — 

Throughout the caves, pendu¬ 
lums outfitted with blades swing 
to and fro. The slightest misstep 
ca n^be xoSHv. so, as soon 4 ^ the 
pendulum passes injront of 
you^jiM the Control Pad to 
head right. 


■Q— 0=JHE PIT^ND-THSPEMDUUI IW^ 

If you climb too far down the rope, tftc cdling will tower and SVIH crudi you tnto the 
ground* Instead, jump off the rope to the ledge, then hop over the pendulum* At point 5 
on the map,, leap over dte crusher* Avoid jumping too hr, ■ , , *• ■ 

however, because a vwll*opOT up near your landing site* ! 


0FIRST ICON-.. 

The first icon floats above a 
pit flanked by two pendu¬ 
lums. When the pK doses, use 
th&Ouitraf Pad to walk to flu? 
icon. Crab the key, - — 
flwi^jump back to \y. . 

flic left. Only the .f ..SI 
pendulum's blade. , 
can sla^ you, so 
youHbe to leap throi^h 
the handle unscathed. When 
you escape ; d lfiib down the 
pitatpointd. 


0CRUSHEIt 

Launch from the 
spring at the M 
hall's end, then I] 
Arab onto tffe left V 
j ledge. Hop to the i| 
' edge of the ledge, F* 
theifT^ken the P 
crusher is dosed, _ 
use the Control ^ 
Pad to iump^ ynto - - ? 
its rim. When the 
crusher opens, 
walk a tra a* ' i f fb 
collect file 1 -up, 

, then hop out- 


Wlien you drop into the pit, move 
to the left or right as you fall so 
that you'll land on tfie surrofinding 
l e d g e N t the middle of the hnic.Oii 
dther ledge, you'll find an Herbal 
Hea t er. Coll^ botii hems, rUve 
down the ph, then trejpjght. 












j0^a» karma — 

As the levitating monks whirl 
about, they'll generate a force 
field around themselves that will 
Uast.you'with lightning^^en 
the monks are set to. disappear, 
tfieir spinniog will slow down and 
their shields will dissolve, fire 
your Ice Blast at one of tiicm 
when he's about .tn-4faiUirit 'aiid 
youHfshatT? him and his inner 
peace into a milIion.pieces. 


fating miks, fieEulh dSd's lair will 
op.-'ii. lnid«: thki afl|na, the rock-,olid 
d^ wlU clobber you widi punches, 
kicks and ^liMjg ceHin^ rocks that he 
shakes Ibes. hb seismic stom|: . 
The only w v 'o pulverize him into 
rubblv is by Itleasing die (datform 
that's sopendU in the room's center 
so that it drop* on the god's head. The 
skull swllch by the ri^ wall will 
cause the heavy weight to drop from 
the ceiling. Mowoir', when you're 
near die switdt^ you won't be able to 
see whether ornot the god h stand¬ 
ing beneath the platform. 


Ths lifMid area ia ths middle sf ^ flodrie tha spot wherei 
hanfinglivaight wH drop. After the Earth Gc, welks leftwirc 
ovar thisspot, count the numher ef steps be takes. When he', 
about toattack you, Sbde toefnte between his lugs and rea< 
theswiteh Thegraimdwillqiiakewhetevcrhetakesastep 
toward ybu. so eputthe tr^HMfeefore throwing the switcl 


When w numbsf 
of quakai from 
hit letim trip 
metchM the 
tumbarOi step^ 


dMuur 


To climb die rope to point 11, snag the 
kxm in area 10. Once you've smashed 
the mountainous god into a molehill, hit 
the.switdt,' then quiddy boaiifl the plat¬ 
form to ride up to die key. Access area'TT' 
wHhdie key, dimb the rope, then i^ to 
die ledge's edge to avoid ^ oxisher.. 
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,0-MONK^DOONL 




Center yourself on the springed 
f platform below area 12. When it 
boosts you up, collect the Herbs, 
on tbc 'ledfge, then jump to the 
right cliff. Somersault over the 
monk, then Ice Blast him from the 
right wall. When you've aapped 
the monk to another pTane of exis¬ 
tence, jump into the pit-tint TVifI 
op^ at your feet. 








Pits and pendulums fill the uninvit- ) 
ing halls of area 13. It's not neces* j 
sary to venture down the passage, 
hutHtcrefsalightattheendofthe j 
tunnel—^three Herbs and a 1-up.^ 
Prancing past the pendulums with* 
out falling into the pits^wiH -bc a 
close shave, but remember that - 
you can over both and 



f In the final stretch, you'll have ^ 
I one final chance to rack up expe¬ 
rience points. Five monks armed 
with-staffs will relentlessly 
attempt to beat the chakra out of 
you,_J>ut your jump kick will 
teach them a lesson. Once you've 
sunk the monks, use the third 

icon, lower the 
blockade at the end 
of the hall, then 
'lourney to the right 


I 


to reach the maze's 1 

en^" ' - " I 


From dry land, Sub-Zero will immerse himself in the depths of the 
Water God's temple. To reach him, Sub-Zero will have to collect the 
three Water Icons by wading through the confusing labyrinth of 
sewer pipes and dodging the attacks of menacing monks and elec¬ 
tric eels. And while Lin Kuei's finest is regarded as the master of 
frozen water, he's no master of lukewarm liquids. Sub-Zero is a sub- 
par swimmer, so avoid diving into any deep water. 


The willy- 
doors in 1 
Icrnis that 
yaii_aee) 
throu^ th 
you'll find i 


;0-OPilH'4ieHeODGATES - 

^ As soon as you use the second icon to open the door, theexn 
I will quickly shut as the floodgate on your r^t opens to 
release a tidal wave of water into the room. You'll have little 
: ti my t c^jeach the exit beforjr you're sealed in a watery grave, 

. so foce the exit to the left wfw»^;yois.-use' iho koh. 
Imm^iately ivn to the left doorway, slide throu^ before it 
shuts, then swiftly grab onto, the rope. 






■ By opening the floodgate, the 


room leading to area 4 will fill 
with water so you can sail across 
the newly floodesi^area 
via the horizontal passage, then 
'foyygg r^htfor the icon. 






I 


Tr.e third icon will unlock the door to 
the God of Wafer, whoae unfithomablv 
.srs will likely w-uh up my kombat- 
ant. Th,: ^od q>ray;> out proj >ctiles md 
nimmons up geysers to4oss you in the 
lir like n cance on th,; fopids. Th: god 
also htf the ability to fii^ himself Into 
a mobile puddle tha(^ he'll then 
reshape into his hunrsif iform-when 
he's behind you. If you freeze the god 
as he's^ransformin^ yoiMU be dttlego 
C'ltch him off guard. Wh.-n ^rouVe 
chilled the drink, close m.^rith a quick 
combo, then retreat. 





/A * * * 


Th« Water Goft tevorite moves m 
jsctilas and geyser esseults. 
the Ice Blest» Imwever, will slicktfj 
Whenever you knock the god dowli 
escape As the big drip is morphmi 
peddle form, freeze him Tha hasie, 
used to defeat Scorpion aho epptv 
God: follow your ttettw jjh A>ej 
the way, thenraiftat^SnSn^^ 


nunc 


















Unlock the door with l£ 
the ftr^t icon, then g 
board the wooden tr 

♦ 4 

pi atfor jwThside> As the M-] 
water level in. the 
♦o orn begins to rise, ^ 
stay afloat on the plat* 
form. When you've^saTled 
to th^ ^eft side of the 
room^ emeTthe tunnel for 
the second icois.. 


illy arrangement of 
lation to the Water 
niock them will have 
ng back and, forth 
sewers. At area f, 
le first icon. 


I^UCTRK-EH - 

r 

sewer's electric eel patrob the ^al> 
waters with a high voltage charge 
will sap a shockingly large amottnr 
migy out of you. .Leap aboard the 
ting platform to cross the sewer 
getting your feet wet (or friech and 
the Control Pad tojump over any 
nbingthat gets in your way. ' 


And then (here was one. Three gods have fallen, 
and only the God of Fire remains to protect the 
amulet However, Sub>Zero's mission doesn't 
blhwwiit with the Fire GocPvdefeaL Three more 
missions follow the Temple of Fire: escaping the 
Prisoir-of Souls, crossing the 'Bridge 'df 

- 1 and 
p--— 5..-w ^J^eiu chin|^ Tor Quan 
* fl€hf¥*'^^tua^^ • Are 

I M wordiy of fuTfilltng 

Hthemytb?'^ 
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This winter 
Midway Games 
will release the 
sequel t© the best 
video hockey 


Tim PLAYERS. UP 
GRETZKY ‘9S CODES 


DIG HEAD 
YOLUtlE 95 


Dont waste your time saerching for new codes or hidden features in GreUky 
'96—the codas for the original \Atayna Gretzky's 3D Hockey on the beck of 
the poster in Volume 95 will get the jab done. Look for more details in next 
issued Classified Information. 
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ARCADE DOD£’$ 
COOLEST ROVES 


POWER SHOTS 

I 

I The bolstered defoise is tou{^ in 
: Gretzky '98, but you can vent 
your fiustratlon with Arcade 
.mode's Power shots. Ice the 
' goalie with dwse oooi moves: 


MORTR^L 

FLORIDA 


I Betton and the Bottom C Buttes et the 
' ' same time. If yee sheet past the posts., 
/ you'll eat the net on fire. I 


DE^.T 


mi inns i vs. ou ev m 


ROSTERS ARD RECORDS 


TEAR ROSTERS 

There arc seventeen players on each of the 26 teamj 
in Gretzky '98, This is an increase from the eiever 
players you could select in the original game 
Customize the lines on your roster and enhance youi 
scoring chances against other teams in the league 


y ’LErdEuk 
V I ^1 


USSKSTS 2 mMIXlV 


UEVV UERUS ADD ORTlOttS 

tCAOiVE LEADERS 


Want to know who's leading the league in goals or 
assists during the season? Check the stats on the 
new League Leaders menu The game tracks the 
top 20 NHL leaders in Goals, Assists, Points and 
Plus/Minus categories as you complete an 
82-game season 


PLAYER CARDS 


PLATER CARDS 


The nesv Player Cards track each 
player's personal records for goals, 
assists and hat tricks throughout the 
season. Save the statistics on your 
N64 Controller Memory Pak so 
you can compare records with 
your friends. 


TRADE PLATERS 

Whether you want to tweak 
your roster to reflect real NHL 
trades or dominate your divi¬ 
sion with your fantasy league 
team, Gretzky '98's trading 
options gives you complete 
control. Every trade is worry- 
free because the game 
doesn't have a salary cap. 


TRADE PLAYERS 




miCCHlN 

PTSS7 


slumn 


H w 1 ] m 


•oston 
























WAYNE GRETZKEY'5 3D HOCKEY '98 



TEMPERS FE^ 
I OMTHEICE 


I SETTLE THE SCORE ' 

■Every player has an Anger Meter . 
that shorn their ability to endure 
checks and trips. The gloves' 
come off when a player's meter' 
hits its limit. ' 


OUE-TIMERS 

p;is$ snooT 

A One-Timer is a quick pass to a teammate 
followed immediately with a shot at the 
net. This lightning-quick play will often 
catch a goalie off guard, increasing your 
scoring chances. Ib execute a One-Timer, 
simultaneously press the A and B Buttons. 


TURBO 


SUPER mST SUOTS 

Even when you're playing in Simulation 
mode, you can still use Power Shots to 
slip the puck past the goalie's pads. 
Power Shots tend to work better at close 
range, so skate close to the net and 
press the A and Bottom C buttons at the 
same time 


BRICK WALL 

HEAVY TRiU^ItC fiU FROUT 
OFTHEHET 

Your team's defensemen will automatically fall back in 
front of your goalie any time the opposing team slides 
the puck across your side of the blue line, but you can 
help out by adding your winger or center to the crowd 
protecting your net. 


HRCAHUPTHE 

PEAY 

If you feel comfortable leaving your 
goalie to fend for himself, you can 
move your defensamen out into a 
man-to-man confrontation with the 
opposing team and try to steal the 
puck whenever it's passed between 
the other team's advancing players. 


































POWER*S TOP PICKS 

Who's the best player on the ice? While every hockey fan has his 
or her opinion and personal favorite, we put together a list of the 
most talented players ranked strictly by statistics used in the game 



Don't get too bent out of shape if you don't see your favorite 
player listed here After all, the best players m Gretzky '98 are only 
as good as the gamer behind the controller. 


PACIFIC 


COLORADO ANAHEIM EDMONTON VANCOUVER CALGARY LOS ANGELES SAN JOSE 









JOE SAKIC 


PAULKARIYA JASON ARNOTT MARK MESSIER THEOREM FLEURY RAY FERRARO OWEN NOLAN 


CENTRAL 


DALLAS 




DETROIT 





ST. LOUIS 


CHICAGO TORIXgTO 





BENOITHOGUE STEVEYZERMAN KEITHTKACHUK GEOFF COURTNALL TONYAMONTE MATSSUNOIN 


NORTH EAST 


BUFFALO 



PAT LAFONTAINE 


PITTSBURGH 




JAROMIRJAGR 


OTTAWA 



ALEXEI YASHIN 


MONTREAL 



VINCENT OAMPHOUSSE 


CAROLINA 



KEITH PRIMEAU 


BOSTON 



JOE THORNTON 


ATLANTIC 


NEW JERSEY 



PHILADELPHIA FLORIDA NY RANGERS 



ERICLINOROS SCOTT MELLAN6Y WAYNE GRETZKY 


WASHINGTON 

AOAM OATES 


TAMPA BAY 



DINOCICCARELLI 


NY ISLANDERS 



ZIGGY MLFFY 



POWER’S RISING STARS FOR 199S 


Sergei Berezin 
lerome Ignilia 
Joe Thornton 
Jim Campbell 
Bryan Berard 


Toronto 


Scored 25 goals in his rookie year. Watch him double It this season. 

Lead rodues in league with most points (50). Will pass Rucry In goals this year. 

1st overall draft pick. Thorton possesses tremendous speed and good hockey wnse. 
Can't miss the net when he skates witii Harry York and Joe Muiphy. 

Ranked IDth in Top NHL Defensemen in his rookie year. 


Calgary 

Boston 


NY Islanden 

















WAYNE GRETZKEY'S 3D HOCKEY '98 


PICK YOUR TE^ilf 

If you're trying to pick a winning team, check 
out the league statistics for the 1996-97 season 
The best winning percentage won't guarantee 



a team the best shot at the championship—the 
proof IS in the statistics of last year's Stanley Cup 
champion, the Detroit Redwings. 


Easteru Conference 



New lersey 

82 

45 

23 

14 

231 

182 

49 

104 

634 

Buffalo 

82 

40 

30 


237 

208 

29 

92 

.561 

Philadelphia 

82 

45 

24 

4 n 

274 

217 

57 

103 

628 

NY Rangers 

82 

38 

34 

10 

258 

231 

27 

86 

524 

Pittsburgh 

82 

38 

36 

8 

285 

280 


84 

.512 

Ottawa 

82 

31 

36 

1 e 

226 

234 


77 

470 

Washington 

82 

33 

40 

J ^ 

214 

231 


75 

457 

Hartford 

82 

32 

39 

11 

226 

256 

■30 

75 

.457 

Tampa Bay 

82 

32 

40 

10 

217 

247 

-30 

74 

427 

NY Islanders 

82 

29 

41 

12 

240 

250 

-10 

70 

.^27 


Boston 


82 


26 


47 


234 


300 


-66 


61 


IYestern Conference 



Colorado 


Dall?.s 


Detroit 


/‘•H .Kwim 


Phoenix 


St Louis 


Edmonton 


82 


82 


82 


82 


49 


38 


38 


36 


24 


26 


37 


37 


18 


277 


252 


253 


245 


240 


236 


252 


205 


198 


197 


233 


243 


239 


247 


72 


56 


-3 


107 


104 


94 


83 


81 


» 82 

34 

35 

13 

223 

210 

13 

81 

.494 1 


Vancouver 
Toronto 


82 


82 


Los Aneeies 82 


San jose 


82 


35 


30 


27 


40 


44 


47 


8 


8 


257 


214 


230 


214 


211 


273 


239 


273 


268 


278 


-16 


-25 


-43 


-54 


-67 


GP ~ G jnies Played -- Wais * — Lossea 
~ — Difference between goals for and against 


— Ties UF — Goals For —Goals Against 9' 

^ Pemts — Percentne ef actual a Jnts ^ 

to possible points 
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Codes Prom the Dark Rgeo 

December is shaping up to be tourney fitting month here 
at Classified Info, so let's just wade in with sorae sharp and 
scary ones for Mace: The Dark Age. lust so you know, the 
Pojo uid Color codes can be used in one* and two*player 
matches, but the Stage Select, Small Fighters and Big Head 
codes are available in two*playcr matches only. The Crendal 
code is entered in the two-i^yer reode, but once it's acti¬ 
vated, you can choose Crendal in any mode. 


Pley Ra Pajo. Pt. 1 

Salad Taria as your charadar 
and win your match. Ba sure to 
asa har Exacirtion, which will 
turn your opponaat into a 
chicimn Wian you retura to 
tha Chaiectar Salad screen, 
press and hold Start. 


Pley Re Pojo. PL 2 

Terie will changa into Poto tha 
Chickan. Highlight Pojo and 
press A. Continue to hold Start 
until tha match bagins, or Poto 
will ravart to Taria. It yoa quit 
your gama at any tima, you wil 
have to reenter this code. 


Pley Re Grendel 

Lat one charadar wm three 
matches in a row Go back to 
tha Character Salad screen, 
highlight Execationer and 
press and hold Start. Execu- 
tionar vrill bacoma Crendal. 
Press A to salad him. 


Chenge Coler 

To change tha color of yoar 
character's dathing, highlight 
tha charactai you wish to ba 
and press tha L Button or any 
ot tha C Buttons. Whan yoa 
find a color schoma yoa like, 
hold that button end praaa A. 


Stege Select 

On the Character Select 
screen, highlight tha charac' 
tar whose stege yoa'd Ilka ta 
fight in and press Start four 
times. Now choasa your char' 
actare as normal. 


Smell Pightera 

Ta createjHnt-sized warriore, 
highlight Takashi and piess 
Start. Now highlight AhRasid 
end prass Start, Repeat this 
pattare vrith Ragnai and Xiao 
Long. Now select yoar ctwrac* 
tareesaannaL 


Big Heed 

Voa knew it had to be m here 
somewharal Highlight Ragnar 
and press Start Highlight Al- 
Resid and press Start. 
Highlight Takeshi and press 
Start. Now choose your char* 
actars es normal. 


Rettling the Cagee 

The Mace development teare gave us just one reore code, 
which well reveal next montfi. In the reeantiree, well won¬ 
der in print if there are any more codes squirreled away in 
there. What do you think? 
















f^lsTp 


Sonorh and Damitron 

Back in Volume 99, we printed a code that will allow you to 
play as Sonork, one of the boss characters of Dark Rift Now 
we have a code that will give you access to both Sonork and 
Damitron* On the title screen, press A, B, R Button, L Button, 
bottom C and top C If you enter the code correctly, you'll 
hear a laugh, and Sonork aod Demitrtm will appear on the 
Character Select screen* Even tfiough these two are horren* 
dously powerful, we drought we'd improve some of their 
combos below. Co to towni 


Unlimitad Run 

We don't know if there's been a run on bargain bin copies of 
Secret of Evermore, but there's been much mention of this 
fine game in our recent mail* In response, here's a handy 
trick for dodging mutants and monsters. Equip any weapon 
that can be charged to Level 3 or higher* Charge it to full 
capacity* Continue to hold the charge button and then press 
and hold the run button. You can now run indefinitely! 


As yoe ren, you'll see yoer 
weapon gauga begin to 
racherge* 


The etfect lasts as long as yoe 
hold the buttons Release 
them to leench an etiech* 


Damitron Combo 1 


Since yoe've probably elready 
discovered Demitronk sim- 
plast combo (press bottom C 
twice) on your own. well toaa 
in e second combo for tree: 
press top C, top C and Down 4 
tepC. 


Damitron Combo 2 


If diet last combo didnl get 
yoer blood lor, rather, yoer 
opponents blood) flowing, 
then press left C. left C end 
Down 4 lett C. Thet shoeld do 
the trick' 


Illora Trieh flamaa 

As we played through this screamer, we came across more 
trick names like the one we told you about last month. You 
can change your player name to ^Fisheye" (warped game 
view), "Magnify" (magnified game view) or "Uglymode" 
(graphics become blocky). To change your name, go to the 
Controller Configuration screen and select the "Name" 
option. Enter your new name and press Start 


Sonorh Combo 1 

To see one of Sonork^ besic 
combos in ection, press top C, 
top C. Dowe 4 bottom C. Ouchl 
Thatigotte hort! 


Sonork Combo 2 

if itls 6 Big Hurt you're looking 
tor. press left C. left C. Right 4 
top C, Right 4 top C and B. 
Ybwzel 


• mtuE li 


Toto, I doni fliink we're in 
Kansas enymorel 


Hiese names worh in the 
Extreme Contest, Single 
Player and Meltiplayer modea 


IT 
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Cod 00 and Clay 

^Ihe most hilarious fighting game to come down the pike in 
P a while deserves some equally entertaining codes* We hope 
I these fit the bill! 

* Random Salad T"?'"" 

Cnsi decide which Glayfightar 1^: • * rmcn \ i 

to uaa? I^ross the L end R \ -•» ^ IsIJH ft * w! 

Buttons simultafieouslv an die ■ ^ IV • ^ hL ift 
Chi reefer Sal act sera an to la t E i 11 

the computer choasa for you* ■ ^ iff Q 

I® 


Doubla and Tripla Troubla 

This is a variation of the cloning trick we printed iast month. 
Start a Muitipiayer game and set the number of piayers to 
four. Sciect your characters. Player Four should dioosc the 
character you want to clone. Return to die Cations screen 
and set the number of players to three. Now have Player 
Three select the same character as Player Four. Co back and 
set die number of players to two. Now Player Two ^ould 
select the same diaracter as Players Three and Four. Set the 
number of players back to four and press Start. 


Stage Select 

This coda works in a two** 
player match only. On the Vs* 
scrosn, have one player proas 
any of the C Buttons. Whan 
you find the stage you want* 
press B. 


* m Tw. 
rney 


Vbu can use this trick with Vbu can have ap to thraa of tha 

thraa or four players. same charectar. Which oaa is 

tha real 007? 

miH and match lileapene 

We received several variations of this trick, but this is what 
it boiis down to: you am fooi the game into ietting you carry 
one gun in one hand and a different gun in the other! You 
must first get two copies of two guns. These guns must be 
next to each odier on your weapon list. On the play screen, 
set your weapons to the second pair of guns. Now cycle 
backwards through your weapons twice and forward once. 
As the guns are switching, press Z repeatedly. If a gun fft«s 
before the last switch is tnadc, the switching process will 
stop, and you'll be holding a mixed pair of guns. 


Secret Optienc 

On the Character Selact 
ecreans hold the L Button and 
prass top C. right C, laft C, 
bottom t, B and A. Yba'll saa a 
flash. Tha Sacret Options 
option will now sppasr on tha 
Options screen. 


SIC VCLWS 

wolcs vn.1 

rricuLTV 

OLDS 

m inn 


CONTMli 

.QISUV 

opncfis 


Sume Sente 

To make Sumo Santa a 
playabla charactar. first go to 
ths Charactar Ssiset screan. 
Hold tha L Button and preaa A* 
hottam C. right C, top C. laft C 
and B* Sumo Santa will appear 
in tha battom laft square. 




To add Dr. Kiln ta tha rostar. 
hold tha L Button and press B, 
laft C, tap C. right C, battom C 
and A on fiia Charactar Salact 
screan. Tha not^sa*good doc- 
tor will appear at tha battom 
of the scraan. 


TNs Inch can ha very dHficalt 
to axecata and may taka 
numerous trias* 


Naw you can complata your 
mission in styla. mu'll look 
mah-valousl 


















Combos Diuins 

You say you'd like a few War Gods combos? Well, we're 
happy to oblige! Here are a few longer combos for four of 
your favorite deities. 


Rnubis 

Press Back, Forward. HP. HK. 
HP, LP, Block, Forward 4 LP, 
Back 4 HP. Forward 4 LP and 
Forward 4 HP 4 LP to anlaask 
tUa Egyptian god% awasema 
powar. 


Pagan 

Pagan skews tkat aka can 
kold kar own against aoy 
rogaa god with tkls davaatat* 
ing combo. Press Back. 
ForwanLHP,HK,Dowa4HP, 
HK.HK.HK. LK. LK. Forward. 
Down, Back and HP. 


Habuki Jo 

Whaft with tha locks, jock? 
To give yoar oppanants a kad 
hair day. press Back, Forward, 
HP.HP.HK.LP.LP.HK4LK. 
Back, Dowa, Forward and HK. 


Usllsh 

For a comba of paretic pro- 

K rtions. press Back. 

rward,HP,LK,LK.HP,LP,LP, 
HP. Back. Dowa. Forward and 
HP. 


Batra Liuaa and more 

This classic game was an arcade mainstay for a lot of years, 
and now K's a part of the Super NES library. We could not let 
this one slip by without mentioning the codes we found for 
it To start the game with 99 lives, press Left nine times on 
the Universal screen. To activate the stage select function, 
l^'Gss Down nine times on the Universal screen. Press Left or 
Right to choose a specific stage mul foen press Start to begin 
your game To change the name of the game to ''Mr. Du!", 
press Up nine times on ti)e Universal screen. 


l»T_. 


SiL 


If you antar tka codas cor¬ 
rectly, yoa1l hear a fona. 


Tkay juat dent make tkam lika 
diay uaad tal 


Coda Hunter Corractlon: Jabba Jiua 

Okay, we admit it. We goofed! We don't know if all the 
hours spent playing the Live and Let Die mode in Goldeneye 
has scrambled our brains, but we made a big mistake in 
Volume 99. The supposed "Jabba" cheat for Shadows Of the 
Empire does not, io fact, ^ist! All weapons are ^p^charged 
on the JedI difficulty level, no matter what you do. A big tip 
of the lightsaber to our sources at LucasArts for pointing that 
out to us. 


nintando Pouiar 
Claaaifiad Information 
P.O. Boh 97033 
Radmond. UIR 
93073-9733 


If you have an awesome trick, password or code for our Classified Information 
Hies, drop us a line at the address at the right For access to even more cool codes 
and tips, check out Nintendo's official web site at www.nintendoxom. 








Looking for a game that delivers a dynamite 
one-player adventure? And how about a game 
that brings you explosive multiplayer battles? If 
a double combo appeals to you, Bomberman 64, 
created by Hudson and published by Nintendo, 
is going to give you the best of both worlds! 


; Oimensional N64 graphics 
like these bring a completelv 
new level of depth to a once 
^ fun, but rather flat 


onG'playergame 


of earlier Bomberman games already 
' know that their multiplayer modes provide 
endless houi^ of bomb-throwing fun And now 
— iiiat Bomberman's been given the Nintendo 64 
treatment, the multiplayer battles are better than ever, and 
the one-player adventure, which featured simple graphics 
in earlier vei^ions, has become a more complex journey 
through three-dimensional worlds Thanks to artist Satoshi 
Koishi. Nintendo P(^er has exclusive maps of the mazes 
straigff from the roaster ^ 


Bomberman's enormous 
enemios don't only look fantastic, 
they also provide our little bomb* 
chucking friend with lots of 
pulse*pounding challengel 


t 


J) NINTENDD POWER 




















Most of the Items shown below 
can be found in abundance in both the 
Adventure and Battle modes, but sorna 
Items like the Gold Cards and Custom Parts carol 
employed or used only in specific areas of the 
game Check the maps on the following pages for 
some of the items' locations in each level 


PUMPED BOMB 


To pump up bombs, j^ust pick themp 
and rapidly tap the A Button Thi will 
double the bombs destructive power 


ROCK GARDEN 


» UP AND DOWN 


POWER BOMBS 


The Power bonus boosts your 
bombs' ability to blast through some 
previously indestructible objects, like 
big walls and stone pillars 


GOLD CARDS 


There are five special Gold 
Cards hidden within every single 
stige of the Ad venture mode If 
you can heIpBomberman col* 
lect them all, a sixth world of 
wonders will be revealed 


GREEDY TRAP 


EXTRA BOMBS 


a These blua*and* 

goldbonus Items let 
you set one extra 
bomb each If you 
collect a bunch, you 
can set up to eight 
boRibsatatime 

FIRE POWER-UPS 

These flames 

^ increase your bombs' 

power by one 
Pumped bombs can 
be raised six notches, 
M repilar bombs can be 
raised threa 


• TOP RULES • 




FIELD OF GRASS 


HEARTS 


Each Heart allows 
you to absorb one 
hit, and then it 
wears out you cant 
stockpile Hearts to 
defend against 
multiple hits 


BOMBERMAN 
IN BATTLE 


When up to four bombermen 
women^ end up in the same roomi ttiings turn 
explosive* In six battle arenas, you must 
drt^, kiclg or ttirow bombs while 
staying out of trouble yourself* Ifs ^ 

frantic, but ftin and the last bomber 
standing wins* Tbe first bombemian to 
win three rounds takes the crown. ^ 


I Thieereneof grese 
I aad pillars will 
I eppeel to bombers 
< wholihetheirgeme 
[1 play 08 fast and 
V ferioue as possible. 


This mel til evel rig 
offers bombers lots 
of power*ops 
below, eod plot- 
forms where bombs 
een bo tossed down 
from efaove 


The top of the pyre- 
mid is e greet piece 
to pelt other pley- 
ers with bombs, but 
go to its bese to get 
the boouses. 


In this erene, those 
who ere greedy for 
boMses ceo quickly 
become sitting 
ducks K they eren't 


BUILD A bomber 

You can find parts ^den Jn 

the spruce up| 

BimbmiMT'it haad, anus, 
and body in the BaJ^.tnode* 


While keepiog your 
footing IS eesier K 
yoo stey on the 
floor, the cetwelke 
ellow yoe to attach 
bombers down 
below. 


Wy planting your 
bombs in the long 
deep grass of the 
battlefield so 
that they become 
well'cooceeled 


boobytreps 


NINUNDO 64 



























You can stait your adventure in any one 
of four wondrous worlds, each containing 
four stages Once you've successfully bombed 
your way through these first four, a special fifth 
world can be explored But even after it's completed, 

the game is still far from finished* One 
last world awaits those with all 
^ the Cold Cards^ 


Since we're giving you the scoop on only three 
of the worlds, we'll start with the Green Carden 
because it's the easiest of the bunch Stages 1 and 3 have 
simple goals, so they're good places to master the con¬ 
trols, and the enemies m Stages 2 and 4 are ^sier to 
defeat than the one's you'll face in later levels W. j 


TARGET: 00012000 


If you complete a stage within or before its Target, you'll gam a GoItTHFB 

iflilklilftm •(^YDsEEK SWITCHES 


<T) SOCCER BOMB 


To access the switch in the cage, look for an 
opening in the bottom of one of the cage's walls 

■ Nowlecka 

t couple of 

bombs through 
the slot to 
destroy the 
columns hold- 

of fhc cage 


As long as you keep an eye out for enemies and take 
a thorough tour around the stage, locating the sec¬ 
ond, third and fourth switches should be a ckch. 


WARP WORRIES? 


\bu can reach this war 
by making stars out oi 
pumpe^^d regular 


Remote Bombs If you've 
stacked them well, you 
should be able to bounce 
up to the warp 


In this warp area, you need 
to bomb four, seemingly 
unreachable, columns But 
by throwing pumped 
Remote Bombs onto closer 
pillars, you can bounce 
bombs to their bases 


Why do you need to use the warps^ Well, besides leading 

E du to Gold Cards, warp areas are fantastic places to find 
jstom P^ts and Gems, which will help you gam Continues 


CGMap lilustntions by Satoshi Kioshi 


Vn'i ran j.^t *4 • 

by b^^n^'bis jkith a bomf 


jp and toss h|h iMf 4be 


RlDumlMi lt«t 
Bombtiman 
can tllrow 

diffarant dii> 


stand a little 
. wav awav 


foas.in 

ibem 
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00015000 


To reach this 
warp, stack two 
pumped Remote 
Bombs and then 
just jump on 
them from above 


DRACO 


To clip this 

dragon^s win^, Bomberman 


Start pumping your 
bomb when Dreco is 
kaaping his dis- 
tonce. You mey 
need to dodge e few 
of the dragon^ 
ettecks until the 
lima is right to 
strike. 


SIRIUS 


would be wise to pump up some Remote 
Bombs while avoiding Draco's fangs and fiery 
breatfi. Just be sure to wait until Draco flies in 
dose before you lob your bomb* 


Draco will fly in 
close end arch his 
beck fore big 
attack. Bomb him 
when he starts to 
swoop down. 


When you begin your bMlMtfth 
Sirius,stand still and kickaouple 
of bombs his way. Next dash 
around the arena and keep 
kicking bombs until this foe's 
defeated. 


Try tossing o pumped bomb et Sirius 
for e douUe dose of damage. 


4 




























Are you ready to help Bomberman find his way 
around the Blue Resort? You'd better be, because 
there are lots of cannons and dangerous critters to bomb, 
and loads of Gold Cards to uncover But besides having a blast, 
your mam goal is to crisscross the island's bridges and boule¬ 
vards in search of the switches that control the canals If you 
can dry out these waterways and locate the finish lines, you 
might just get the chance to go fishing' 


TARGET: 00013000 


BOMB BRIDGES! 


SinCB Bomberman cant swim, the tmly way to cross 
the town^ canals is to use thedrawbndges Try set- 
ting Pumped Bombs at the bridges' hir)gos1#f^ce 
them into the down position 


2) SINK OR SWITCH 


While carefully avoiding cannons, make your way 
to this switch, which walls off the canals water 
supply Once the dam is raised, you can safely walk 
in the canals without getting wet 


CLOSE CANAL 


While fighfng off numerous fishy foes, travel down 
the canals until you come toa secondswitch 
Pressing it will clos|of f another ca^l, which in turn 

n jiyui^B^KSn ®buildmg 

that was previous* 

ly underwater 


%u'llfind the final 
switch on the sec¬ 
ond floor of the 
building that was 
recently sub¬ 
merged Look for 
Sinus along the 
way-he has some 
special info to share 


STAGE 1 START 




u.jn 

i 

»' 

A • ♦ 

n 
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MAP LEGEND 




POWER BOMB 


REMOTE BOMB 



CUSTOM PARTS 






G rj-\ a 00012000 

O BOMB AWAY 



BOMiERMAN 64 


2 ARTEMIS 


e 





Because it's blocking an 
imoort^Bt path, youll 
have to blast the first 
cannon that you see at 
the start of the stage 
Be aware that only a 
Pumped Bomb can blow 
itup 


Qcross canal 





r 


m < f-,/, * * 

# 

To counter Arteir^ try 

kicking bombs his way whfle 
t you chase hhn around the 
* arena. If you can keep 
\ close^ Artemis wHI be too 
busy running to fi^t back. 



. / 





After you've carefully picked your way through a park by 
blasting a couple of cannons, you II need to use another 
Pumped Bomb to bring down an open drawbndge 



0SWITCH HIT 


After crossing the canal head left to a bridge that's close 
to the top of a staircase Next, bomb down the bridge and 
hit the switch on the other side That wil I keep water from 
flowing into the canal 



KArtemis starts to spin, run away until 
his projectiles have landed and thm 
nsh back in for some more tioinbing. 

LEVIATHAN 

TAROET: 00028000 

A tackle box isn't necessary for foiling this fish, 
but you will need excellent timing ind plenty of 
Pumped Bombs. Start pumping your bombs 
when Leviathan is taking a breather, then 
attack the fish's angler antenna first. ■ - -- 


GET YOUr KJCkS 

'If yoH.ld£)r’*‘lKu^ ^7) your 

stop^^/ir^mi|hi^j^«uy^o^~ 

■Mrdt aih AjjjWw w W 

holes Ihto placerJhatd%u.cauidn't 
. e ich'oth'elwrs^ 

‘ « ‘WeUrtUfflt 
jjpdhtteir 


Stun him. A 
SfOfiidbomb 


o PUMP & PI 



•K1 


in the canal, locate the wall shown 
below and use pumped bombs to push it 
back Once the big wall IS in the proper 

position, It 

will create a 
large stair* 
case that 
Bomberman 
would be 
wise to climb 


LevnthanwiI 
try to hit you 
three times with 
his entenna 
before backing 
off. Ifa his most 
often uaed 
weapon, so 
bombHfnd 




^4 


i 




- - • a • N 
f f ff V 


i ’-r 


oisniit i 


1 




//IllUi 


^ i Try to avoid 
^ . Levie then's 
water bub* 
bias. If you 
get hit, 
you'll be 
paralyzed 
for e short 
* time. 


Ixi 




When Ibunamilt wave 
rushae toward you, taca IW 

it eiul push forward to | 
atayaboard • 
the reft i 
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TtiTriT. 


Th^ s«cretdfl«rs tt%i 
to alf sorts of wonusts 
but only Power Borr «s 
can *1 lost them t;tfi 


'bombs'A' BURSfllM' 

thini^Mhlir ariMiigft off^ ^oM od 
|u^ lob the H the oUe^, 


extreniy 
kORitf r them 


takes tiiti’ 
ing, but itis 


Most of Red Mountain's stages take 
place over massive pools of magma, so 
much of your journey through this inferno will 
involve blasting your way across rickety bridges 
and narrow railways Unless you want Bomberman 
to meet with a fiery finish, you should consider 
every turn, step, and leap very carefully 


TARGET: 00014000 


0WAY TO GO! 

Fall off the bridge near the stage's 
stert and continue down the stairs 
shown below (It's a shortcut) 




2^ DICEY DETOUR 


The pbth to this ^one pillar is very 
precarious, but if you're careful nnd 
survive the crossing, you'll be 
rewarded with Remote Bombs 


XD USE YOUR LEVERAGE 


To open the exit, you need 
to push three levers into 
the down position Since 
they're out of reach, hurl 
pumped Remote Bombs on 
top of their handles Just 
make sure you don't press 
theZButtonl 




TARGET: 00015000 


-o LIGHTS OUT 

While keeping an eye out for minecarts, 
bomb the base of this stoplight so you 
can eccess the staircase behind rt 


fjmpfjnn powto 


































0 MAKE TRACKS! 

Wait until a mine cart goes by and 
then chase it down the tracks. Look 
for places to pull over and let the 
cart pass -- 


QCUT CORNERS 

Use PumpS Bombs to destroy the four 
corner beams that are holding up the 
trestle, then cross the tracks to get to 
the exit door 


Try weakening Hades fay 
bombing his fista first 


muMi W3 


2 ORION 


Don't en^ge Orion in 
U lose combat or his 
h wave will finish you 
Just run away from him 
and drop bombs behind you. 


If Orion grabs you. sptn tha 
Control Stick until you break f ran. 


4 HADES 

TARGET: t>OO12tm0t 


This oversized rust bucW^. 
packs a really walloping 
punch, 50 be prepared 
to make a tot of eva- . 
sive maneuvers. v 


i. 

to, 

i. 


If Hades begins to 
apin. youll ba safe 
et long as you stay 
betwean hia ahoul* 
derand Ms hand. 


AvoMHadaa* punch 
by quickly rotating 
tha Control Stick. 


POWER BOMB 


REMOTE BOMB 


GOLD CARD 


CUSTOM PARTS 


DOOR 


Qhop to it 


Hop to the tracks below this bridge, 
taking care not to land between the 
carts Now bomb the carts and head 
to area A 


4 JT 

-J 
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If Kadas* eyes begin 
to flash, dodge his 
lasers by running ta 
the right or leftside 

a. 


































►THE LOST UIKiriGS 


UIHflT'S THE flnSHIER TD STAGE 3D'S PDF OUI2? 





Y OU don't have to take a test in Stage 
30, but Olaf does need to work his 
way right and give his Teleport 
Machine Piece to one of the other 
Vikings. The three pieces to the Teleport 
Machine look Jike a green computer 
chip, two connected yellow canisters and 
a compact disc Once you have all three 
pieces, you'll be able to teleport all of the 
vikings to the game's final stage 



Pop Quizi Olaf needs to work his way right 
through Level 30 and give his Teleport Machine 
Piece to the other Vikings 



Once they have all three Teleport Machine 
Pieces, the Lost Vikings can activate the 
device and move on to Stage 31 





n il of the individual battles between 
Tomator and the Lost Vikings have been 
puny compared to the final confronta¬ 
tion Move all of the Vikings up the elevator 
Switch to Olaf and move u[) the two ladders 


and go left until you're standing just beyond 
Tomator's attad< range Face Ibmator with 
Olaf's shield pointed down Switch to Erik and 
make him stand behind Olaf Now let Baleog 
join ttie party and use his Bionic Arm to stun 


Tomator Keep hitting Tomator to make him 
slide almost all the way on the right side of the 
room Now change to Erik and chaige into 
Tomator If Tomator is close enough to the 
ledge, he'll slip into the electneal bolts below 



Move Olaf left until he^ just beyond Torrator's 
range Remember to keep his shield down 



NINTENDO POWER 



Baleog's Biomc Arm has the range you'!! need 
to stun Tomator without taking any damage 



Switch to Enk and charge into Tomator If 
Tomator is close to the ledge, he'll slip and fall 
























































T he flight recorder will land at a ran- 
dom location at the base of the hill 
below the helicopter Janus agents 
will be waiting to ambush you here, but 
there's an easy way to get around most of 
them. Run back down the hill after you 
wake Natalya, and wait for the flight 
recorder to land among the stone blocks 
You'll have a few seconds to grab the 
recorder and run before the enemy 
moves in to attack you 



V\^ke Natalya andrun backdown the hill The 
flight recorder will land near these blocks 



If you Ye at the bottom of the hill when the heli¬ 
copter blows, you'll have extra time to search 



UIRERE DD I CDIITHET llflLEIlTin 111 ItllSSIDIl B? 


I f you're playing the game on Secret or 
00 Agent levels, you'll have to contact 
Valentin Zukovacy before you chase 
General Ourumov Valentin is waiting in a 










\x. 


building near the tank As you leave the 
Military Archives, turn left and run up the 
alley Follow the left wall until you see an 
open doorway Search the rooms inside 





at 


and locate Valentin While it might seem 
like you're wasting time, Zukovsky will 
delay the General, adding several minutes 
to your mission timer 



Valentin Zukovsky is hiding in a building up this 
alley Msu must find him before chasing OururrKDV 


Near the end of the alley you'll find an open 
doorway Search the rooms inside the building 



HDUI DO IDESTHDV THE BDTTLinG TflllKS lUITH THflEE ItlinES? 


four Place a mine on the floor between 


T here is a way to destroy the ten tanks 
in the Arkangelsk Bottling Room with 
three mines Most players think that 
the explosion radius can take out two tanks, 
but the blast is large enough to take out 



Using three mines instead of five to destroy the 
Bottling Room tanks saves both time and ammo 


four tanks Two mines will take out eight 
tanks, and you can use another mine on the 
remaining two tanks It you use up your 
mines before you reach the Bottling Room, 



Place each mine on the floor between four 
tanks Two mines will take out eight tanks 


\our meeting with Zukovsky pays off when he 
agrees to help you and buys you extra time 

r 


try using your guns, but remember that the 
leaking fumes are hazardous to your 
health If you're trying to beat the 00 Agent 
Target Time of 2.05, use the remaining 
mines on the pursuing guards 



If the mine blasts don't destroy all of the tanks, 
you can use your gun on the ones left intact 

VOLU/AEm Q 















































►DUKE nUKEIIl DU 


HDUI DD I REACH THE SUBRIRRIIIE in DEATH RDHI? 



T here's a secret passageway that leads 
to the submarine Deactivate the 
force field door on Cell Block 2 , then 
open the jail door at the end of the hall 
Defeat the alien in the cell and walk into 
the poster of Alcatraz Behind the poster 
you'll find a blocked tunnel and several 
pipe bombs Detonate the pipe bombs to 
blast through the rest of the tunnel until 
you reach the sewers Follow the sewers 
downstream to the submarine 



Push against this poster of Alcatraz to find a 
blocked tunnel leading to the sewers 



Detonate the oioe bombs you find in the tun- 


the pipe bombs y 
w the landslide bli 


nel to clear the landslide blocking your way 




rai 


D ive back into the lake after you open 
Door 02 Swirrt through the open 
cl<x)r and enter the control room 
Defeat the monsters and press the switch 


below the control door window The 
switch will open a set of double doors 
Inside You 11 find two rotating gears As the 
gears spin, youll see two gray strips where 


the teeth are broken off Swim between the 
broken teeth and you won't take any dam* 
age Youll be able to surface and catch 
your breath on the other side of the gears 



Aftpr yon open DoorO?, swim through it and 
make your way to this control room 



Activate the switch below the control room 
window and swim to the open double doors 



\bu1l see two broken teeth on the gears Swim 
forward as the broken teeth join together 



Scoot along the buildmc ledge next to tho To get back out of the convenience store, youll 

exit and search for the hidden warp point need to activate the switch behind this desk. 


>bu II see the convenience store on any monitor, 
but youll need to find a secret warp to get here 

NINTENDD POWER 


Y ou'll see the convenience store 
whenever you access a surveillance 
monitor, but the only way to reach it 
IS through a hidden warp point near the 


end of the stage Walk along the ledge next 
to the exit and search for a hidden door 
Inside you'll find a tinv room with a warp 
point Warp to the convenience store and 


make sure you find the secret area behind 
the office supply shelves To leave the 
store, youll need to press the switch 
behind the office desk 




























































► DOnKEY Konc LflnD 



HDUl ED I KERCH THE BDIIUS BRRREl III BLRCK ICE BLITZ? 


T he toboggan run in Black Ice Blitz has 
plenty of tough sledding, but there's 
an easy way to get to the Bonus Barrel 
and otfier items if you make it to the end of 
the level Wait until your toboggan stops at 
the end of the run, then jump out and run 
backwards to the second to the last gap you 
had to jump over Leap into the Bonus 
Barrel and collect all of the stars for your 
Bonus Com TTien retrace your route and 
collect everything in the level 



WII waste a lot of lives trying to sled into this 
Bonus Barrel Ride it out and return here on foot 



After you get the Bonus Com, retrace your route 
through the entire level and pick up all the items 





T he Bonus Barrel is on a remote 
ledge on the right side of 
Rocketeer Rally. F-rom the begin¬ 
ning of the stage/ take the two Barrel 
Cannons up and work your way to the 


left side of the waterfalls. Stomp on the 
two roving Kremlings and blast off in 
the next Barrel Cannon As the Barrel 
Cannon starts to lose power, leap to the 
right and grab the K KONG letter on the 


ledge At the far right of the ledge you' 
see a Knik-Knak bug hovering in the air 
next to a banana Jump off the back of 
the flying beetle and somersault right to 
the Bonus Barrel. 



From the beginning of the stage, run left and 
ride the Barrel Cannons up the waterfalls 



As this Barrel Cannon starts to lose thrust, 
leap to the nght and grab the K Kong letter 


Bounce off the back of the hovenno Knik*Knak 
and somersault to the Bonus Barrel 



In the USfl Call: 
l-gDD-288-D?D? 



FAST FACTS 


(51 sopor minute Callarsund^rlSl Or wnteto Counselors' Correr 

tocalilr, . PO Box 97033, Redmond, WA 98073-9733 


miSCHIEf mflKERS 

I Q: How do I get the best ending? 

H: Collect more gems The most you can 
find IS 52 

Q: How do I get the Cloncoil to work? 

H: Grab the Clancoil and pull it in the oppo* 
site direction that you want to go until 
the coil launches you 


TOP GEAR RHIiy 


Q: How do I select sunny weather conditions 
in two'player mode? 

Hi \bu can't. The game's programmers didn't 
include this option tor two*player mode 

Q: Whchcaristhebcst? 

H: If you don't heve the Helmet Cer, stick with 
the RS model This car is the most versatile 
car in the game 


In Eanada Call: 
l-gOD-fiSl-fiyO 

($200 per minute Cillers under 1b 
need parental permission to cal I) 


►► 


RRKflnOIDrDOHITRGflin 


Qr Howmanyplenets and rounds are in the 
game? 

Hi Three planets and 99 rounds 


Ql How do 1 get the ball inside the Gold Block 

H: 




barrier in Round 9? 


Let one of the bubbles capture your bell 
The ball will eventually reappear inside the 
barrier 




\ 
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© 1997 Titus Aulomobill Lamborghini 
and Ooblo arc trademarks owned by 
and usdd under Ijconsu from Automobdl 
Lamborghini S PA 


Oft the Ene comes a mumplayer racing mt fram 
the N64, fill of sunoMoalstfc views and backs, skidmam 


when you can rev a maMeP ifi^ 

Versus Otlier Racing Gomes 

Automobiii Lamborghini combines realistic graphics a gentle 
learning curve that will get playei^ up to speed light off the starting 

line. Having some of the hottest cars in the world, 
and solid Al controlling your computer oppo- 
nenis, doesn't hurt the exertemont level, either. 
Against the N64 competition of Top Gear Rally 
l>oth of which are realistic rally racers 
Lambor^ini can hold its own because of Ks 
,^SB four-player option, cool cars, intuitive contriris 

easy access to all the tracb. Titus packed a 
r J| & lot into these 32 megabits. 









AUTOMOBlLi LAM 





^/i game is really the most tun when you have uiher pt 


smash into, and if everyone has a Rumble Pak, you'll hear the 

maybe not chatter, aincei^ 
action here is but at h^t 

shake In the two-player mo'^ 
you get to choose wheth^^ 
spilt the screen honzontalhp'r 
vertically You can also 
against two or three other 
ers, and any car you've collected 
on a Controller can*be 
brought to roar mightily 
against your friends 


If you can get three other players to plug in. things will 
get really wild Each player gets to choose a hot car 

and select frum one of several viewpoints, from behind 
the car to driver's*eye view The screen splits in four, so 
focus on your own slice of the pie It can be cool 
watching your friends skid out, but don't take your eyes 
off the road or you1l crash, too! 


There's not }ust one way to go in Automobili Lamborghini. You or try them all. Each made (except for the PraetB 

can run an Arcade version, racing against time, or go for the tro- played either against the computer or wiA w 

l^y and enter the Championship round. There's also a Single swapping paint around the circuits. You atsm 

Race mode that lets you choose any one of the six tracks you like, option of reversing the tracks. 


There ere irix trachs toSH 
ing from e cleesic oval te twl 
atreets and cliffs. This {aofi 
precticing yeur akllla and lat 
the trackior iirst to drive m 


pM^^ Biaaiaia, tnars is t senes of 
^rkpriets At WHitr end wider intervale 
* get tasaeeh each dieckpeintbeferu 


VOu don I need io Min osch men hare to 
edvaace, einca in Championslup mode itii the 
tetel of yotir point# that counts. Win tho moot 
raco pmnte and become the champion hot rod 
of them all 


moM m 














































The standard vehicles you get to pick 


from are all pretty quick off the starting 
line and have fairly good handling on the 


mese sleek Italian cars not only 
)ok good but they perform as 
i/ell Each of these beauties is 
uick off the line, with a high top 
nd and good handling 


■un you start the game, you'll have eight different cars to choose 
". Though they may vary greatly in design and color, all of them 
form about the same; pretty soon, though, you'll have your i 
rite. If you have friends over playing multiplayer, don't bolher | 
tibbling over who gets "the red 
after all, the point Is raw speed./ - 


Onv.iof(hL‘best parts of any racing game is picking your wheels, 
and Ihii game's got the top dog: Lamborghini. Gir nuts will prob* 
abl> ir^Miidanxious hours debating the different models, but most 
justUantto look cool. Within each level, the cars all perform the 


same, so you can have your pick, but once you win the Arcade oi 
Championship rounds, newer, better performance models are 
offered. Remember that you can save these autos on your 
Controller Pak and use tfiem in later rounds. 


Practice that Championship mode, because if you're fast and agile 
enough to make it this far, you'll get to choose from among these 

vehicles Besides performance, which is much 
improved over the Standard picks, these cool 
body styles represent newer Lamborghini 
designs Few of us will ever own one, but at 
least we get the chance to race a pricey car 
without worrying about marring the paint job 


^nd if you're really fast—if, when we say 
"Mario," you think "Andretti"—you'll be able to 
beat the Arcade mode and get one of these top- 
of-the-lme racers With extra high performance 
and smashing good looks, you'll be burning up 
more asphalt than a hot summer day With any of the cars here, try 
pausing the game and using the "Viewer" to get a 360-degree look at 
your wheels It's a good way also to check out the sights, and see 
who's behind you 


The machines you choose 
from after winning the 
Arcade mode are the 
cream of the crop 
they re fast off the'me 
and have hightop-und 
speeds and superior han- 
ditng And no, they don't 
taketradeins 


NINTENDD POWER 





























AUTOMOBILI LAM 



m After only a lap or so, you'll notice your tires sliding 
I more often, making turns more difficult, and surely 
' you'll hear that "We need a pit stop*" ring- 
1 mg in your ears. Look for the sign just 
^ before the starting line ^ 


The picture on the screen tells you 
what to do spin your Control Stick 
clockwise as fast as you can The 
best way IS to put your palm on top 
after fueling stops This lets you 
spin quickly until the crew members 
put their hands up and yell "'Clear*" 


Burning rubber can be literal/ since your tires will wear 
run low* If you're doing only three laps it won't 

more, you'll need to head in for a pit stop* Usually your team will yell, "We 
need a pit stop!'' in an anxious voice/ so watch for blue ''Pit Stop" signs and 
be ready to work wi^ your pit crew* 


Talk about a gasoline crisis! You have to be careful to 
fill up often w you'll go nowhere fast* Practice with 
your creW/ since controlling file flow of the fuel is 
the key to a quick pft^^ 


Pey close 
andtha arrow: Vbf 
enough lutl fliwa 
ing, ao kaap tha m 
*ona by moving fii 
tically*Practicavn 
gau9a,anieeaalii 

t oatly tatar oa j 
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LAP RECORD 
00‘33''28 


LAP RECORD 
00'S8''34 
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This racer has lots of tracks for you to tackle, six in all, but some are harder than they 
look. Remember that hitting a wall or anodier car from behind (no matter how 
tempting) will slow you down, uid speed is of tfic essence here. That's why we've 
come up with some special tips for each track, including a fm hidden shortcuts. 


Tharedarrew aignalaa 
< really tislitcnrnar. Be 
'j ready frr it and ha cure to 
^ make year turn aarly from 
J thaleftlaaa Ifyoaect 
I fast, you won't rua inta die 


The praan arrow indicataa a 
madiam curva, but in thia caae, 
it's pretty long. Stay in tha laft 
laae aad aaticipata tha tara. Doa* 
lat ap an tha eas oa thia track. 


JjL ! 
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Pedal to the metal! 
might be thrown by the 
sudden tunnel or the |ump 
that sends you flying, but 
don't let It slow you down 
Punch the gas and keep 
the wheel'Side down 


Although the arrow says 
to turn, get out of the 
crowd by heading straght 
through the guardrails 
You'll get easier turns 
and catch up with the 
pack Without having to 
tussle for room 


Be ready for this razor-sharp 
turn Stay to the inside of the 
curve, and watch all the 
other cars smash themselves 
into the wall Hey guys, these 
aren't bumper cars! 

imii ;rj 


After a triangular concrete building, 
look for a corrugated wall It^ fake, so 
drive through, across a parking lot, 
and out another wall Head to the 
right, ahead of the field 


Tough turn* Do a four- 
wheel slide make the 
turn and tap on the brake 
to send the rear fish- 
tailing slightly so you'll 
have a better angle Push 
the gas as you slide 


<© NINTENDO FOWEK 



































The lump here is f ua ^ 

but'^ull immediately 

have to turn left, so - 

be ready \bu1l be in big 

trouble if you fly at an angle and land 

all askew, so jump straight on 


In this series of hairpin turns, the 
middle one is the trickiest To stay 
ahead of the pack, do one of those 
four-wheel slides (see Track #3) to 
counteract the curve 


>bu V. be tempted to swerve back and 
forth like al I the other cars, but since 
those are just mounds of dirt on the 
shoulder, pick a straight path and 
drive right over them 


U RECOKD 

oriroi 


After the Irttle temple, look for e fork in the roed neer the mountam. 
Tete the left into e tuenel, evoiding the crowd, end come out deer 
end aheed of them ell. 


Try eot to elow tfowa Just because 
you want to dodge e wall. Ineteed, 
try atiduDg te the middle of the 
road htrt^ picking a straight 
path through ell tha ourvae. 


LAP RECOiiD 
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Rejoice Wheel 
watchers! America’s 
favorite game show 
has arrived on the 
Nintendo 64, and 
we can safely 
say that you won’t 
find a better 
version anywhere. 
So don’t make us 
spell it out for you— 
step up to the wheel 
and take a spin! 


I 
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© 1997 Gam^tek 

Wheel of Fortune is a registered trademark of Califon Productions Inc 
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You Ve definitely never seen a home version of Wheel of Fortune like this before* 
Almost every element of the smash television show has been faithfully repro¬ 
duced by Gametek, including sets that change 
with the season, actual human contestants, 
and even video clips of Vanna White^ Short of 
actually being invited to be on the show, this 
may be the most realistic Wheel of Fortune 
game you'll ever experience* And you can 
share the fun with the whole family, because 
this new Nintendo 64 Pak allows up to three 
players to take their turns at spinning the 
wheel and solving those tricky puzzles 



That's right- -thanks to 
the Nintendo 64 
Rumble Pak, you can 
actually feel the 
famous wheel as it's 
spinning. Although 
It starts off strong, 
the vibration will 
actually begin to 
slow down as the wheel comes to a stop. You'll 
also feel a mini-rumble "buzz" at other times 
during the game, such as when you pick a wrong 
letter or try to solve the puzzle with the incorrect 
solution The feedback may sound like a small 
detail, but it actually adds a lot ot fun 


••Qi NINTENDO POWER 
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Forget about those earlier versions of Wheel of Fortune in which the 
contestants looked not much better than primitive cartoons Now 
you can pick from six realistic players to represent you as you 
attempt to reach the final round Unfortunately, these players can 
offer only their attractive faces—your own puz/le-solving skills (and 
a little luck) are the real keys to winning at the wheel* 



Wheel of Fortune for the N64 serves up games in four 
lengths You can choose from three-, four-, and five-round 
games or opt for the full game, which is a timed challenge. If 
you're quick at solving puzzles, you can play well over five 
rounds m the full game. If you take more time, you'll play a 
limited number of rounds 



The primary difference between the game's three skill levels is the 
intelligence of your opponents On the easy level, they're likely to 
choose a lot of Incorrect letteis On the hard level, they're better 
letter pickers and they usually solve the puzzles more quickly So if 


ILULLlIlILm.tLU.'tLlLr 


Ch^ m yMr tUi Itvfi 





you want to win, keep control of 
the wheel* 



The shot on the left shows an eesvlevel 
puzzle, while the one above is from the hard 
setting While there is a slight difference in 
puzzle difficulty, your opponents should be 
your mam cause for concern 


Himmtiifptialm 
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», ^*nuneNb certain* y a long'^itary 
Nintendo, dating way back to 1!^88 when it made its NfcS 
debut. The fact that n't still going strong is real a testament 
to both the gfeatocu of tite show and of Hie game. - - - 


RELEASE 

YEAR 


GAME TITLE 


SYSTEM 


i 1988 I 

1 Wheel of Fortune i 

1 j 

1989 ^ 

[ Wheel of Fortune ^ 
\ . Junior 4 

i NES J 

^ - -1 

1990 

Whtel of Fortune: 
Family Edition 

1 1 

1990 1 

1 Wheel of Fortune ^ 

^ Gam^ Boy 1 

[ 1992 

• 

Wheel of Fortune: 
Featuring Vanna White 

NESASNES 1 

1 

Wh^el of Fortune: i 
1 Deluxe 1 

1 SNES 1 

1 1997 

, Wheel of Fortune N64 
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Whether you're playing against human or 
computer opponents, winning in Wheel of 
Fortune requires straightforward strategies 
First, try to be thrifty about buying vowels or 
you might easily waste a small bundle Second, 
even if you can solve the puzzle, it may be better to 
keep spinning for more cash, especially if you're 
behind. But the best thing you can do if you're unfamiliar 
with the game is to change the player settings so that all the contestants are controlled 
by the computer. That way, you can just sit back and watch a few rounds before taking 
your turn at the wheel 


It can be pretty tough to solve a puzzle if a lot of letters are missing, but if you 
land on the Jackpot space, you'rfbetter give it your best effort If you fail, the 
Jackpot will simply be up for grabs again 


ROUND 

1 $$$ 

One 

$1,000 

Two j 

' $2,500 j 

i 

Three 

J xkpot & 
$10,000 

Four 

[ $5,000 

Everything After Four 

1 $5,000 


A special jackpot space is added to the wheel when the third 
round begins. It's originally worth only S5,000, but when a player 
spins and lands on a money space, that same amount is put into 
the pot The only way to win this bundle is to land on the jackpot 
and solve the puzzle in the same turn Don't forget that the jack¬ 
pot will vanish once the third round is finished 


[nfinirar %»ram 


Shown bfclow are tiie wheel's top dollar amounts in each 
round of the game. If you land on tite $10,000 space in 
round three^ you'll get that big bonus only if you pick a cor¬ 
rect letter and are ttie fii&t ptayer-to solve the puzzle. , -... 
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If you find that you re lagging behind after the first couple of rounds, try not to you can still win the gome with a little luck and a few good sjHns of the wheel 
fret TOU still have plenty of time to catch up with the other contestants Just Besides, there's always the possibility that the players with the most money 
remember that the dollar amounts will increase quite a bit in the last rounds, so will land on Bankrupt, putting the last-place player in the lend 
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WHEEL OF FORTUNE 
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The final bonus •'ound is played alone by the contestant who has won the most 
money by the end of the regular rounds. They're given a puzzle (usually a short one) 
as well as the letters R, S, T, L, and E, which are revealed if they appear in the 
mystery word The player then picks three consonants and a vowel, which if correct, 
will also be revealed on the board If the player can solve the puzzle in 20 seconds 
or less, they'll be rewarded with 25 thousand bucks! Try solving the puzzles shown 
below for practice. 
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TITLE 


PHRASE 


□msc 3 ii[ss 
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Enter to win a trip to 


The Bash at the Beach! 


Watch the wrestlers of the WCW take on 


the upstarts of the nWo! 


Meet the wrestlers at a pre-event party! 


AND 


Win WCW vs. nWo: 


/i 


World T0ur for your H64 









V 




f 




Second^ 


From THQ 




5 Winners 


Official World TOur Jacitefs! 


Which will if he? 


AHD 


WCW vs. nWo: 




World T0ur 


for the fl64 








. ^ 


1 





50 Winners 


Nintendo f ower 




m 


mmv. 












YOUR 


VOTE 


^OUHTSl 


YOU CAN'T 
WIN IF 
YOU DON'T 
SEND IT IN! 


" OfFICIU CONUST RUfES 

No puichasa necftisery. tntir eilhar 
^IHI oul the Ployars Poll rosponso cord or 
prmiyourflomo otfdross, tolophonoflum 
b«r Vol 103, oml thr onswor to tho tnvio 
j* quniran on a plain 3 l/Z' x S" coni Moil 
youronirytothis oddross 


NINTENDO POWER 
PLAYERS POLL VOL 103 
PO ROX 97062 
BEDMONO WA 90073-9702 


Kvtfna ifltrY par porcofi plotso All ontnos 
must bo postmirkid no loior than 
•T January 1.1998 We ira ml respansibla 
lor lost or misdirretad mail On or oboul 
. .namiary 15,199A winnars will bo random 
^ ly drawn from omon^ all alierbla eniries 
^By accaptino (herr prizes winners eiw- 
aant to tha uia af thoir namae pho 
^ lopraphs or othar Irkanoasai far lha pur* 
pasa of adverirsemanta ar promotrons on 
^baholl ol ‘'Nintendo Powar* megazmo and 
^Nintendo of Amonca Inc (NOA) wrlhaul 
further campensniion. Pnzas era Irmitftd 
to one per heusehold Chinees of winning 
are daiarmrnad by the tolnl number if 
'^antriea received Tha ralio af prrzes lo 
entry car^ dritributad is 561 000 000 
No aubsiitution of prrzes is pormrtlod All 
pnzM will be awarded. 1b racaivo a Irst of 
wmners sand yuor raquast to lha 
address ataivt aliar January 31 1991 
GRAND PRIZE. Tha Grand Pnza Winner 
^wrll wm a irip for two to sea lha 
'•wrastinrs ol thi WCW lake an Iht NWO 
•at lha Bash ol tha Reach and a WCW vs. 
NWO World Tour Gama Pik lor the 
Nintendo 64 Exact dale and locatron af 
thn evoni ora to be dalermmad II under 
18 lha wmnar must be accompaniod by a 
pareni or guardian. Hotel accommoda 
tiens and round Irip arrfara are included 
Hsiunatad total value af all prizes is 
.'43,000 Some restriciiona apply. Valid 
only in tha US and Canada Vuid whera 
^prahrbitad by law Not open lo employuaa 
* of NOA Its affiliotos anoncros ar thair 
immediaia Inmihas Tin contest is sub 
|Kt to nil ledsral siato end local laws 
^ end regulations 


s. 


C1997 World Champioriship 
Wrestling/NWO/THQ 




W(i flttlsh eff ouv • 
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eov(Sifag(S of DKL 3 ^ 
with eemplets maps 
of the Lost World* Xt'i 
time for the ultimate 
ape adventure! ^ 


£<lM€eCri 


4f you rojust joinintus, you'll hthmiy t«iir..Kv that DKL3 fa^tuma 
'flay c^tral that's as goW^v th« SoforNESvhKian. DKL3 is also 
Suptr Cans Boy eompatib^a' 


©1995 1997 Nintendo 


Last month, we gave you the scoop on some of the tougher stages and harder-to- 
find Items in Donkey Kong Land 3 Now that you’ve collected all of the DK Coins 
from the previous stages and won the first five Clocks from the Brothers Bear, 
you'll be allowed to enter the Lost World and explore its mysterious interior 
Baron K Roolenstein found his way here before you, and he's strewn a host of 
dangers and death traps across your path Luckily for you, our tips and full maps 
of each stage will give you a fighting chance to defeat the nefarious baron and 
save the treasures of the Lost World from his greedy, grimy clutches. Now is not 
the time to be sitting on your hands, so get moving, little monkeys' 


















K. Rool has taken his ancestral title of Baron K 
Roolenstein and now fencies himself some sort 
of mad scientist. If you want to end his men¬ 
ace once and for all, you'll have to 
collect SIX more DK Coins and win 
one more Clock to open the door ^j^El 
to his castle This battle will be 
much like the first, but 
look for a few new attack 


keep a sharp 
eye out as 
you go 


stage and a horde of 
landlubbing Krems in the 
second Beware the 
Ghost Barrels* 


any less of a danger 
Dixie should be your 
chimp of choice in this 
mechanical madhouse 


The ever-faithful Wrinkly Kong has already 
set up a refuge for you here in the Lost World, 
and you can drop in any time to save your 
game Not to be outdone, the Brothers Bear 
have opened a new Sheepy Shop franchise 

righi next door Pay 
I 1 them a visit and 

bring a few Bear 
Coins along to play 
their card matching 
game If you win, 

l^nlnknLni ^ 

■ valuable watch and 

n m I r^i[I I lii i iM other goodies as 

pnC nffW ^ 

— —■■-■J/.-af/idPM your reward 


Most of Rainforest 
Rumble IS a straight shot 
through a normal side* 
scrolling stage, but you 
could orobably use the 
break Dy now \bu'll use 
Ellie the Elephant 
through most of the 
stage, so you might want 
to spend a little time on 
your trunk attack tech* 
nique before you dare 
venture beneath these 
leafy boughs 


>bu'd feel ghoulish, too, 
if you had to spend much 
time here* The Baron 
has cleverly assigned a 
platoon of Bristles and a 
squadron of Kopters to 
patrol this dank and 
dreary cave, but 
Squawks will be on hand 
to help you clear the air. 
Patience and good tim* 
ing will help you push 
past the Ghost Barrels 
to freedom 


We don't know whet the 
Kromlings are making in 
the Barrel Boulevard fac 
tory, but we're sure 
they wouldn't mind drop* 
ping you into a vat and 
turning you into 
processed chimp food 
product^ThisspliMevel 
stage seems slightly 
longer than most, and it 
comes equipped with an 
alternateroute located 
near the exit 


•Haunted 


^'Bcp.vel 






















Once YOU pass the 
"No Sled''sign, you 
can backtrick on 
hand and foot to 
pick up any items 
you may have 
missed 


Whiplash Dash begins with you in a runaway sled, but unlike many past roller 
coastor/sled stages, you'll jump out of your vehicle partway through the stage to 
do some exploring on foot Once you're on your feet, hoof it over to the right to 
retrieve the Steel Barrel and then come back to the left to 
defeat Koin. That done, jump into the Barrel Cannon to 
the right to continue your journey While you're 
speeding along, use the banana trails to help 
you time your jumps Jn some cases, you may 
want to hop just a bit early to avoid the 
Buzzes, espe- 
cially those on 
jumps 


It looks easy, but. at first, we lost a 
fnt of monkeys trying to reach Koini 


Kuchukas are a surly breed that like to sit in one place 
3nd lob bombs at you. Though they look intimidating, 
you can actually walk right through them, even as they're 
throwing If you come to the edge of a platform with no rope in sight, just 
be patient and wait for a few moments to see if a floating platform appears 
Avoid blind jumps if at all possible 


Take the high road as much as you can Vbu’ll often have a choice between a plat 
form and a rope If you take the rope, you’ll be able to see the shots fired by the 
Karbines near the ceiling Vfau'l I also avoid low-road hazards 


T«|»ttodiitBoiiiufcrral loHowtha 
maali^ up tcrtha thir^ IwU aii^afin 
your Birwlcaniion toiha l«n. 
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wk up^*Vk.4H if«m 
»t1rtgt iiNljumii^' 
fintIKMB 


BBar-CfiM. 


form litftiL'4lHS r>n(ts Ont*!. Uw tk* Ivw I 
aHflat>otilnn>«.^ harral to i|wn yourlMp. 
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Quick reflexes are essential here 
When you jump between platforms 
be ready to fire as soon as you lard 


As you float alom this (Mmaga, you’ll firm Hitt tho btsi items ore i 
ioar the coiNns. Once you complota this stoga, coma back hire to 
stock up on taar Coiiic. Ytau'll find twonght oaar ilie starting point 


-Ttiis ^uawkk Sarrel K just on fRs tdgs 
•f tha scraen, 8 flap hani as soon as 
yw change, gr you'll drgp rightoff. 


-Tjiis ^uawkk Sarrel K just on fRs tdgs 
•f tha scraen, 8 fisp hanI as toon as 
yw change, gr you'll drgp rightoff. 


Rainforest Rumble looks pretty straightforward; but 
It's not without Its own hazards You'll spend most 
of the stage as Ellie the Elephant, and her trunk 
attack can be a bit awkward to use Remember that 
you can press Up or Down on the Control Pad to 
direct the jet of water from her trunk You'll be mak¬ 
ing a lot of blind leaps from platform to platform, 
and there will often be a Sneek or a Bristle lying in 
wait for you Be ready to fire downward as soon as 
you land 



















L«ap higit to tvoMt iM Knocka 
,, goard, ABtfrelCamuinwill 'v 

(aanchyoKintotheSonus Barrel ^ 


e . 1 _ e i I •* _ 


Take a flyinq leap past the 
flag and over the gap to 
find Koin 


you1l bt a IrtflTiayih*^ a 
Ikoint and tha Star Barrel. Luckily, yoii'l 
^aoint f rapltwihvanraalf 


ll>a Barrai at tha halfway 


WatHa^afawihifineiitaa^ thMiliaaf ilMaHonnu 
saa if a Kramlini appaara aar^t Ota aviy. -- 


Jump into the Ghost 
Barrel when it 
appears to launch 
yourself into the air 
this Ghost Barrel 
will shoot you up to 
the next ledge, but it 
will also put you right 
intoaKuchuka'slinc 
of fire 


Hop up out of the water 
to find the Steel Barrel 
and Koin 


By this time, you've probably come to trust the banana trails that have 
led you safely through a myriad of dangers on land, under sea and in 
air In Haunted Hollows, however, you'll be better off ignoring these 
fruit'flavored sign posts As you make your way through the under¬ 
water portion of this stage, ignore the bananas and stick close to the 
walls and ceilings You may miss a few handy items, but you'll avoid 
the majonty of the Kremli 
as well 


ngs 



























Afrtlltt. Iltiiitmlitr that only thtir 
ilpaa ara wlnaraUajA attack. 


^HilkofTificl^lAj' 
>V rtMbthif.t^p.1fyiium 
kfih* biRtlt, vou'll mtss it 


Oiaiige to Squawks ond 
usa to dtfoot tho Buzt 
guanrmg tht Bonus BariH 
4i 4 




As you descend into the dark depths, flights of Kopters will try to dive 
bomb you from above You can jump onto them to defeat them, but dont 
stnke from the side or from below 


If youtake the first alternate route, 
you'll collect a Bear Com and a MJp 
Balloon along the way 


Barrel Boulevard has two alter¬ 
nate routes, the first near the 
start of the stage and the second 
near the end To reach the first 
alternate route from the start, 
walk to the left until you get 
to the first step Using Dixie, 
spin up and to the left to an 
invisible Barrel Cannon 
You1i be shot around a bit and 
then return to the mam path just 
past the letter K 










You'll spend a lot of time in Ghoulish Grotto playing 
a waiting game with Ghost Barrels, but the rewards 
will be worth the delays When using Squawks, you 
may have trouble getting some enemies into your line 
of fire Back off and try to target them from a distance 
You can sometimes bounce your shots off the end of 
a platform to hit your target 


WiH until kl«spa>pttit#.rthticriuii 
^ tfart y^'U mailt 'fom laap for th^ Raar 
CoiA'tf you jump attha coin at taon a$ you 
sat h| chancta art you'll coma dtwa right 
ifi t 0 |, if Miap'a haa4 


Whit untirtlis Ghtat larrtf Is pointing 
diagonally up and t . the ItH baftr^ y u 
jWip fK It will than boeit yau dirt etiy 
into tilt Bonus BarraL H yeo fail dowrf 
tha shaft, you1l havt ta rtaaat «ta stall 




VVhan this Ghost BamI b pointing 
straight up, jump into boast yaursHtup 
to ths mip Ballooa Ba patisnt? 


Ilha cars on this fins! stratok. If youhava liaintefarluna to stop mto ona of thssa 
Ghost Bicffla, h wiU sbo t you rimtiy ipto tha saw bla4a afa wnitiniBias. You 
Aavt lots ofthMrtaatt tight luitii tha b mb pull than' distpptlring acts. 


Exphre tha Bonus Araa 
and than irap ^ntath»oa^ 
ntr Banal CannonawiK 
Sind twthrou^fitha wal 
































CHALLENGE #1 


HARVEST MOO 


Jerry Limof Rosetnoad, Calitotnia, mailed in an Arena chal¬ 
lenge for Harvest Moon. How much.gold can you earn ir\ 
two and a half yearsf Can you earn i million on the farm? 
Make sure you clear all your land and start planting your 
crops during the first night. If you need tnore time- and 
money-saving tips, check out the Harvest Moon Epic Center Strategy section in Volume %. The 25' 
wealthiest farmers will win four Super Power Stamps, • • - 


£ 


CHALLENGE #2 

MARIO KART 64 


I » 


fifSi/iTs: 

2. TOM 02'0£72 
2.mRfo orfssz 
4.S0MeRO2^f992 




The Mario Kart 64 challenge circuit continues this month 
as th^Tac:ing spotlight shines on the Kafimari Deserfs hot 
sandy track. Ydu could np up this course if you saved your. 

Super Stars for the shortcut through the tram tunnel Tf 
you're looking for other shortcuts, be sure to check out 
Nintendo's Official Mano Karl 64 Player's Guide The fastest 25 drivers will win four Super 
Power Stamps, good for cash off cool gear in the Power Supplies Catalog. 


S im 02*f2'S2 
6. OK 021272 
T.WAktO 0222'32 
O.fifAOK 023SS2 
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I CHALLENGE #3 


nmkln^ 


STAR FOX 64 


lAI/ Vnroi. HtTB . 

1SA4 A»eu7// 


Cl) nv 


Zii 


Ah. vr 


Jeit Cooper of Winnipeg, Manitoba, is a big fan ol Star Fox 
64 He mailed in an Arena Challenge for the top aces in 
North America: Whafs the highest game score you can 
earn? If you fly a difficult route across the Lylat System, will 
It add more hits to your score than an easier path? 

Scramble to your Arwing and start doing some high-scoring reconnaissance runs The 25 highest 
flying foxes with the best scores will win four Super Power Stamps. 



MIX AND MATCH 


How well do you know your game geography? See if you can match these lands, worlds and 
kingdoms with their games. This game is strictly for fun, so don't mail in your answers! Look for the 
correct matches in next month's Arena. 


A. jimbc Land 
B . The Mushroom Kingdom 
C. Bomber World ' 

Di The Northern Kremisphorc 
E . The Lylat System-v, 

” F . Hyrufe ^ — 

G. The World of Balance 

H. Ticondcra 



Star Fox 64 
The 7th Sa^a n 
Final Farftasy 1^ 

The Legc^id of Zelda—A Link to the Past 
I, Donkey Kong Country 3: Dixie Kong's Doubly Trouble! 
Super Mario 64 
Mole Mania 
Bomberman 64 
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BLAST CORPS 

i«ft Tim«s for Orion ^laza (Volume 99) 
Hobert Coulson Hwenix, AZ 0;224l 

Danny Womack Converae, LA 0:23.1 

|.M. Panorama Lhy, CA 0:24.4 


Mike Wspa 
Chrisban Wilder 
Jonathan Hamner 
Andrew Peterson 
Adam Bartlett 
Ty Henne 
Kcndon Black 
Champ McKiver 
Doug Allenweg 
Casey Neil 
Steve Mercer 
Mark Gchrke 
Justin Savas 
Brandon Meier 
Jod Dodgen 
Jason Smith 
Jeremy Manieri 
|osh Bloomquist 
Milch Jones 
lake Ooft 
Steven Howell 
Phillip Sharpless 


Peoria, IL 
San Jose, CA 
Jonesboro, GA 
Fenton, Ml 
Toronto, ON 
Neola, UT 
Norco, CA 
Redlands, CA 
Perry, OH 
Springdale, AR 
Wheeling, WV 
Phoenix, AZ 
Al^nquin, IL 
Salinas, CA 
Humboldt, lA 
Arlington HeijdiU, IL 
Wi]lowtck,OH 
Glenview, IL 
West Dundee, IL 
Powell, TN 
Beverly, MA 
Jackson, MS 


0:24 4 
0:24.5 
0:24.7 
0JS.6 
0:25.B 
0:26.1 
0:26.2 
0:26.2 
026.6 
0:26.6 
0:26.7 
0:26.8 
0:27.0 
0:27.4 
0:27 5 
0:27.6 
0:27 7 
0:27 8 
0:28 3 
0*284 
028.9 
029.1 


KILLER INSTINCT GOLD 

90>Combo Hits* 

Steven Kuberek Stroudsburg, PA 
Nam Nguyen Rurnsvilte,MN 


Fulgore 

Jiigo 


'S^I 


KIRBY'S SUPER STAR 
DELUXE 

Best Hmes for Grand Prix Mode in 
Gourmet Race (Volume BB) 

Enc Hubers Ripon, CA 1:44 33 

J & M Iwamasa Newark, CA 80 

1:5 


M. De Guzman San Jose, CA 






SUPER MARIO 64 

Collected 152 Coins In Wet-Dpy World 
(Volume 97) ^ * 


Adam Ansari 

Downeys CA 

Joel Bickd ^ ^ 

Mayville, Ml 

Luke Rruchlman^^^ 

Alison Park, PA 

Joseph 

West Sayvilic, NY 

Ryan Craft 

6helby, OH 

Marc Fantasia 

East Greenwich, Rl 

Steven Gall 

St. Calherines, ON 

Chuck Grant 

Pideens, SC 

Ryan Heuser » 

Margate, FL 

Danny Jamison:' - 

Lower Burrell, m 

Philip Kaestfe f 

Mercer Island, WA 

Keith Komos 

Houston, TX 

Matthew Leung 

Toronto, ON 

Ralph Marquez 

Chula Vista, CA 

Ozzie Mega 

Bellflower, CA 

Matt Monahan 

West Palm Beach, FL 

Steven Muller 

Staten Island, NY 


NP 





Chase Newton 
Adam NtUs 
D^rek Ra^uindin 
iason Ross 
David Serio 


Donnelkon, lA 
Cm; ion, Rl 
CoftaMesa,CA 
Warwick, Rl 
Manteca, CA 


Steven Stanley 
Michael Sweet 
Jonathan Trees 
Robert Vega 
Shawn Williams 


Chicago, IL 
Houston, TX 
Holbrook, NY 
Liberty, TX 
Mesa,AZ 


SUPER MARIO 64 

Collected 151 Coins in Big Boo's Haunt 
(Volume 92) ^ 


Brice Bagley 
Shane Henderson 
Dan Hurd 
CIrve Itn 
Michele McDu^ 
Antonio Prado 
Sards Purino 
Ryan Rose 
Kyle Kousell 
Zach Ruppol 
Sammy Saber 
Derek Saclolo 
Sally Sapp 
Scott Schaefer 
Nick Schell 
Jay Schweikert 
Alex Scroggins 
ls»c Setya 
Josh Simon 
Dustin Siniard 
Joel Szymcziir 
Clarence Tam 
Gary Tate 

Josh A Tony Teriiunt 
Robin Testa 
Oaruel Thomaa 


Grim«6 ^ 

Britain, ON > 

Las Vegas, NV 
Vancouver, 8C 
Elk Grove, CA 
Compton, CA 
East Allon, II 
League City, TX 
Meraux, LA 
Sarabsville, OH 
Tera^ Haute, IN 
Palmdale, CA 
Collinsville, IL • 
Memphis, TN 
Lancaster, CA 
Dallas, TX 
Anidston, AL 
Cincinnati, OH 
Fu1ton,NY ' 
Atkinson, NF 
Tacoma, WA 
Monte Serono,*CA 
Beavercreek, OH- 
Whildam^ IN 
Yolo, CA 

LawrerKeville, GA 


SUPER 

The SLOWEST 
Princess 
Ryan Adcock 
Tim Angerctt 
Jeffery Blanco 
Sam Blumbcrg 
Marc Bostrwn 
Andrew Chang 
Adam CIcvdand 
Brian George 
Gerald Golden 


MCMXCVII 


SUPER MARIO KART 64 

Best Times for Time Trial on Luigi Raceway 

(Volume 9B) 

William Keddin Cliflvvood Beach, N| 1:42.82 
Jason Shepard Jonesboro, IL 142.B7 

Jonathan PIichta Milford, Mt 1:42.92 

Todd Cochran North East, MD 1:42.93 


Jason Cook Flafxtaff, AZ 
Michael Oris New York, NY 
Jesse Couch Nelson, 3C 
Zach Ruhe Hen awm, N£ 
Anthony k'ersaud San Juan, FR 


1 i43X,j 
1:4336 
1 :43.38 
t; '33B 
1:43.42 




Robert Kraniz 
DavkJ Draiknvicz 
Jackson Wood 
Mike Riedo 
Dan McKenzie 
Adam lee 
Nathan 8yrwa 
Will Jordan 
George Wilas 
Andrew Beckett 
Derek Taylor 
Kenned: Chan 
Ryan Kelso 
Brad lichtblau 
Miles Hamblen 
Sean Laythe 


New Orleans, LA 
Spotswood, NJ 
Cherry Valley, CA 
Jdtnslon, Rl 
Presque Isle, Wl 
Fairfax Stabon, VA 
Novi, Ml 
Westport, CT 
^erwood Park, AB 
^teboygan, Wl 
Solon, OH 
San lose, CA 
Vancouver, WA 
Olympia, WA 
Wasilla, AK 
Stafford, VA ' 


1 *43 43 
1:43 44 
1*43.45 
1*43.52 . 
1.43.56 . 
1M3.61 
1*43.65 
143.67 
143.71 
1*43.72 
1*43.73 
l*43.7#r ‘ 
♦•.43.90 
143.91 
143 93 
1:43.97 


/• .r* 


SUPER PUNCH-OUT!! 

Best Records 

Daniel Cowdin Reno, NV 255-D 

David Seiler Jr. Aston, PA 2104) 


TUROK; DINOSAUR 


HUNTER 

Best Time for Training Challenge 

Course 

Chnslian Wilder 

(Volume 9B) 

San Jose, CA 

245 

Keith Alnutt . 

Central Square, NY 

2:46 

Kyle Daley 

Fruit Heights, UT 

2:46 

Luke Price 

Lake Havasu City, AZ 

2.46 

Scott Sporleder 

Laguna Niguel, CA 

246 

Justin Lapp 

Mcnomie, Wl 

2:47 


MARIO 64 

(939.9) time for the 
's Secret Slide..' — 
Houston, TX 
Prospect, PA 
Bayshore, NY 
Rancho Palos Verdes, CA 
Vindand, NJ 
Culver Cily, CA 
Crystal Lake, IL 
Fort Collins, CO 
Keller, TX 


WAVE RACE 

Rest Times for three laps 
Twilight City (Volume 


64 

around 
9B) ' 


Tommy Yoder 

Ridgeley WV 

126.369 

Jesse Couch 

Nelson, 8C 

1:26.611 

Adam Richard 

Greensboro, NC 

126 643 

Nik Meeks 

Signal Mounlain, TN 127.758 

Brian Kress 

Maumee, OH 

129.339 

John Mapletoft 

Saskatoon, SK 

1:29.802 

Jorge Alfonso 

Caguas, PR 

1:29.919 

Mark Thompson 

Marysville, Ml 

1:30.347 

Nathan Gray 

Thomson, IL 

1 *30.649 

Jared Prunty 

Winchester, VA 

120.934 

WAYNE 

GRETZKY'S 3-D 


HOCKEY 


Most goals in a 20-minute period against 

the cfl 

imputer (Volume 94) 

Corey Dowrey 

Fairfield, OH 

115 

Gaby Devarona 

Miami, FL 

B9 

Loc Pham 

Nortliampton, PA 

71 

Joshua Rexhauson Cincinnali, OH 

5B 

Aaron Carrico 

Oncinnati, OH 

50 


Write your name, address and Member Number 
on the back of your photo The Arena challenges 
featured in this issue must be received no later 
rthan January IO,19dB Thu top qualifiers will 


receive Super Power Stamps Include your N64 
or Super NES in the photo of your high score Oim 
the lights and then take a few photos without a 
flash If you're taking a photo of a Game Boy, 


place It on a flat surface Address entries to 
POWER PLATERS' ARENA 
PO BOX 97033 
REDM0N0,WA 98073-9733 
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ENTER THE ARENA 























DIDDV KOnG RRCIRG 







R ire/96 M«g jbits 
1 to 4 playtrs simultanoously 
Contrail )r Pak and Rumble Pak compM 
33 tnda (plus miner tracks) 


I Tl .«tf tl 





It’s not just a race, it’s a Rare adventure for the 

Rare has 


PMICS 


raised tJie Nb4 graphics 
bar in DKR by using 
smooth texturing tech¬ 
niques; special lighting 
effects and Real-Time 
Dynamic Animation 
(RDA) The overall 
effect IS to give players a 
rich environrt >ent th at is immersive, surpnsmg and Hin 

Controls for the car and plane are easy 
to learn and master Piloting the hovercraft isn't quite as 
easy, but the challenge makes things more interesting 
Q^ljii^ii^ifij) At first glance, you might think that 
DKR IS jusi a composite of earlier N64 games like Mario 
Kart 64, Wave Race 64, Pilotwings 64 and Super Mano 




N64. 

64, but the final prod¬ 
uct stands out as a unique and involving experience 

The adventure game and the many mul 
tiplayer options give DKR a lot of replay value Even if you 
defeat every track and boss, you can go back and set 
course records 

|^Ji>|ii1 Once again Rare? shines with the sound effects, 
spt*ech and music in Diddy Kong Racing Many of the 
tunes are quirky, fun and entirely onginal The voices of 
bosses make the game come alive 
fifiljiliil^in^ Scott P N64 games have come a 
long way in (heir first year DKR is proof of it 
Henry* Mano Kart owners may overlook it, 
but they shouldn't It's very different 
Sonja* Lots of levels and challenges, but it 
won't challenge everyone 
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dies to gobble up Some of the movement and puzzles 
are quite innovative. 

0 Quirky games sometimes offer a nice 
diversion, and that's what you can expect from Chameleon 


OVERALL RATilXIGH 


CHnmELEon tuiist 


Sunsoft/96 Megabits 
1 to 4 players simultaneously 
Backup memory 
Rumble Pak compatible 
6 Worlds 


CRRPHIC5 


tnmEnrs 


ciion 
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nUTOmOBILI LRmBORGHini 


Titus/32 Megabits 
1 to 4 playrrs simultmeousiy 
Controller Pak and Rumble Pak compatibib 
t cars 
6 tricks 


SCORES 




Take the wheel ot one ot the hottest proituction automobiles in existence. 

Lamborghini features realistic tracks and conveyed in the tight 
cars, good animation without slowdown when the track 
gets crowded, and special effects that vary in quality 
The lens flares are way loo obvious, for example. But 
the real visual thrill is in the landscape as you scream 
through villages, past farms and through the European 
countryside Can you say Autobahn?! 


Titus used a solid 
physics model to cre¬ 
ate the feeling of sit¬ 
ting behind the 
wheel of some of the 
world's fastest pro¬ 
duction cars That 
sense of the road is 


handling and by the Rumble Pak's direct feedback 

Unlike Top Gear Rally with its difficult 
courses, the challenge of Lamborghini is to duel with 
other cars for first place The A1 is smart and realistic 
Titus also included a four-player mode, adding to the 
party value of this game 

flilil Automobili Lamborghini may have a 
funny sounding name, but the racing is senous, and players 
will have serious fun You'll have to drive well lo win 
fWli^ Lamborghini doesn't add much more 
than standard music and engine sounds 

Scott P The handling is easier 
than m Top Gear Rally and the cars are pretty 
cool Sonja ft felt unfinished I could have 
used more tracks and more challenge 
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II wouia oe a mistaKc to compare 
Mythologies to tournament fighters It's more of a 
Final Fight style game, and it's richer than most 
scrolling fighters 


^ mORTRL KOmBRT mVTHOLOGIBS: SUB-ZBRO 


Mldw8y/128 Magabits 
1 player 

Controller Pak and Ramble Pak compatible 
8 levels 
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With both adventure 
and battle modes to 
keep you busy, 
Bomberman has plenty 
of replay value The 
adventure includes lots 
of puzzles and some 


OVERALL RATIME 


BomBERmnn bm 


• Nintendo/64 Megabits 

■ 1 to 4 phyers simultaneously 

• jackup memory 

• Controller Pik compatible 

• 24 adventure stages 

• lObitth sl-gts 
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You'd better mind your Ps and Qs if you want to win your fortune on the wheel. 

Gametek included about 10 minutes of turing Wheel and 
Vannd video, which is all the more impressive given the 
small memory configuration of the Came Pak The 3-D 
sets and 2-D contestants leave a lot to be desired, but the 
flatness of these graphic elements don't really detract 
from the essential fun of the game. 

Play control consists of activating 
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III' 
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L Ml 


Y Zl 


the wheel and mov¬ 
ing the cursor to 
choose letters No 
problems here 
nTiiii^ni^rfijl This 
really teels like the TV 
show recreated in 
N64 format Gametek 
did a good job in cap- 


floiPlolRmSii 
cramming it into 32 megabits As you might expect, the 
game is at its best when you play against friends The com¬ 
puter Al IS challenging, particularly if you crank up thedif 
ficulty level. Computer opponents know the answer after 
|ust a few rounds on the higher levels 

ffilil It's fun, and that's what games are all 
about It you like word puzzles like Wheel of Fortune, 
this N64 version will give you hours of entertainment 
If you expect to see Vanna fighting dragons in stun¬ 
ning 3-D, go back to sleep 
t-nmi iil The sound is true to the show and fea 
tures over ten minutes worth of digitized audio 
IKituluUbid Sonja The puzzles aren't sup 
posed (o repeat themselves, but they do if you 
turn off the game lason Emharnissingly fun 
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BURLURTORS 


AMUialOhflotitmQ. HKft. MMfitum 


PAUL- fighting, Spoitg^ SIibuIbCIotb 


Our evaluators have spent years 
playing and evaluating games for 
Nintendo and Nintendo Power 11iey 
all have their favorite categories, but 
they play and evaluate eveiy game 
wc receive. Follow your favorite pro 
in each issuers Now Playing. 


SCOTT q.Hleti0n. Fmhting. RPCs 


ridutniuret. Sports 


BRiLH'Sportft, RPCb, Mventurts 


SCOTT P«-Sp«ts, Simitanm, mwncum 


HfiNRY fighting, ilctfon. Sports 


ODItlJA Puules, RPGs, fighting 


TERR^-RPGs SlmuMtoAt; Puzzles 


IA50l\Hfdvinturee« dction. Puzzles 




RRTinGS 

E:;ch Power Meter category is weighted to reflect its 
overall importance. We ftel that'Sitisiaction and Came 
Oi.sign are the most important areas, closely fcdlowed 
by Play Control and GraphicSound tends to be less 
important for nwajwB. 

♦ ^ 

'feRAPHICS: Ba% ^ ’’BATIBFACTIOMt R5%1 



. . * 

f PLAY CaiVTROLs BOK 


r 




SOUND: 10% 


RGB RRTinGS 

These '.re the ofRc^'^l ratings from 
the Enter! 'lin m^nt Software 
Ratings Board that reflect appro¬ 
priate ages for pla>«;rs. To contact 
th« ESRB, call 1-O00-771-3772 
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This month's Pak Watch is filled 
with plundered pics from 
Forsaken^ Nagano Winter i 
Olympics '98 and many m 
more upcoming titles like m 
Acclaim's baseball game, I 
(never before seen) and the ■ 
latest on Wario Land 2 V 
from Nintendo. As an added ' 
bonus, we have an inside look 
at Boss Studios' Twisted 
Edge Snowboarding. 


I magine that a fusion experiment gone 
wrong on earth fus devastated the entire 
solar system and that the remnants of 
^ human civilization have been declared 
open territory for galactic scavenging. Now 
imagine that you have come to the charred remains 
seeking your fortune. In Forsaken from Acdaim, you 
won't have to imagine it. It seems very real. Players 


take on the role of intergalactic opportunists on futur¬ 
istic pioncycles. They'll have to battle human mutants 
in the remaining eardi colonies, avoid traps, bust down 
doors and earn big bucks from the plunder. With 15 
areas and 15 bikes. Forsaken has a lot of highspeed ter¬ 
ritory to cover, but it's not a racer lite ExtrcmeC. This 
game has more tiie feeling of Descent The Ai is par¬ 
ticularly interesting since enemies re^nd to attacks 
based on the type of weapon that you're using. 
Although the screen shots shown here were taken from 
the PC version of Forsaken, which is in devdopment at 
Iguana U.K. aloif with the N64 game, Acclaim assures 
us that the graphics are virtually identical. Some of the 
graphic eye cimdy includes individual light sourcing 
and a cool missile cam. 
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urok: Battle of tfie Bionosaurs for Game Boy doesn't have to take 
a back seat to its big brother for the N64. Bit Masters put togeth¬ 
er an excellent action-packed game for Acclaim featuring the 
heroic champion of the Lost World (no relation to the game from 
THQ noted elsewhere.) Turok uses a ton of weapons as he battles 
throu^ intricate, side-scrolling stages with lots of vertical sections. He encoun¬ 
ters many of the Hems and enemies first seen in the N64 game, so the basics of 
this Turok adventure will seem familiar even in side-scrolling format. Excellent 
play control and good graphics don't hurt, cither. The Turok character looks 
good and moves with precision. For Game Boy veterans 
who arc looking for something new this holiday season. 
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Turok fills the bill. You should be able to find H in stores 
by December and Nintendo Power will give you some 
strategic help in next month's »sue. 




t .(P 






I/B! 








i 




n 


tius has scooped the world on N64 snow¬ 
boarding action, and we're here to tell you 
that Snowboard Kids is very cool. Unlike the 
- snowboarding events in Nagano Winter 
Olympics '98 and Twisted E dge Snowboarding, 

Snowboard Kids 
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takes more of a 
Mario Kart 64 
approach. You pick 
up Hems such as 
soda cans to throw 
at your opponents 
as you race down 
one of six courses. 
Not only do you 

need to go fast, but you should also throw in 
some stunts to add to your point total. Up to 
four players can join in the mayhem in the 
Battle mode while the Skill mode and Time 
Attack are for single players. Atius is bringing 
this game out in Japan, but has not decided on 
its North American release quHe yet. The good 
news, however, is that Atius has already trans- 
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latcd the game into English, so 
it can't be too far away. The 
version we played at Pak 
Watch was finished except for 
foe translation, and it felt pol¬ 
ished. The Rumble Pak worked 
great and the use of Hems kept 
things fresh on every run, even 
as we got to know the courses. 

The course themselves range IjwT ^ * j. ^ « ^7 .. 
from typical snowy downhill ' 

to fantasy ^ass courses. At 

limes, you slip along narrow ^ Wj 

cliff edges while in other areas 
you find yourself being flung 

into the air by giant ramps. Clearly, Atius 
designed this game for fun. The cartoonish 
characters reflect this, as well. Each of the 
five characters has his or her own person¬ 
ality ar>d special moves or stunts. Our best 
guess is that Snowboard Kids won't be out 
before January or February, but that could 
change. Well keep you up-to-date. 
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I s the N64 big enough for two wrestling federa¬ 
tions? That question will be answered when 
Acclaim's WWF: Raw Is War meets THQ's WCW 
Vs» N WO; Worid Tour this winter* WCW Vs* N WO 
will have the edge by getting to the stores firsts but 
WWF may give it quite a run when it becomes available* Our 

confidence is based 
on several things* 

r - —.V. A .. Sculptured 

V * " ■ -> Software is doing the 

'w;- i development and 

their track record 


lifelike, and so for all the game 
testers have been excited. We 
hope to get our paws on WWF in 
the near future to confirm that. 
The second reason for optimism 
is the quality of WCW* The 
designers at Sculptured know 
that they have to make a fun 
game if they hope to compete* 
Both licenses will attract fens, 
but neither is overpowerii^* For 
now, here are tfie fects* WWF 
will support one to four 
^ playm and more than a 

. dozen WWF wrestlers 

.with 300 moves* 
The wrestlers include 
the Undertaker, Shawn 
rVlichaels, 


British Bull- t : •• 

dog, md Shamrock* The ^ 

N64 version will feature 
Royal Rumble actim and 

was impressive on * grudge matches* According to Acclaim, the play control will 
the Super NE& The avoid the button ma^ir^ of past WWF titles^ THQ isn't 
animations in this scared, but it looks like there's going to be a war on the N64* 
new game are very -• -v > 


he other Game Boy action blockbuster this year 
is based on Michael Crichton's sequel to (urassic 
Park* The Lost World from THQ puts you on the 
second island off the Central American coast. 


Ki I I became a raptor's breakfest* The phrase, "Something has sur- 

Wm ^ I I vived," doesn't seem to be in reference to players* 

i ail fk la Fortunately, passwords let you save progress once you man- 

lightly armed and feeing real dinosaurs* in each side-scrolling age to make any and the graphics are interesting and varied 


stage, you'll have to fulfill mission requirements in addition so that you want to see what's next* Thb game is bound to 


to staying alive* That's goii^ to be the tough part, because sell like hot cakes, or N645, this holiday season when it's 


the dinos are hungry and they're fast As soon as we popped released* If ycui want it you'd better start looking in early 


a finished version of the game into our Came Boy, we December* 
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GAME STUDIOS 


V ▼ our intrepid Pak Watch reporters always enjoy 
^ trips to Boss Games, the N64 developers of Top 

M Gear Rally and now Twisted Edge 

Snowboarding. Its not just that Colin Cordon and 
his talented crew of programmers, designers and artists pro- 
^ duce cutting edge games 

its that 

Boss Games is right W 
4.1 here in Redmond, 

I Wa^ington,^* on^^H 
of the great gaming, 


Brian Johnson demonstrated the cooho-nf ic 
track editor at Boss Games It took him just 
a few moments to create an entirely unique 
course Brian says there will be surprise 
characters in the game, but that he won't 
be including a penguin 


^^ssian, ar^.evil German* a Cahtornia 
K * a stodgy Brit and 

mb\ heroic Japanese 
H guy.^ (We suspect * 

■ hii name is Ryu.) 

"Ih^* story mode 
W IS FPally pretty ^ 

H funny,'' Colin con- 
^^^inued, '"^in thfc 
North AmertfW 

version osihe ^ 

gam^ we're goiB^to 
keed^ hidden as a spe- 
L cia|^nus But the 
H *'-~maigj|gamG will 
M| \ sti^emphasize 
A fl bih and iViore ^ Vf 

'L iV of an iikAde ^Efl 


Kemc® decided to team up with Boss Gam^for its sec¬ 
ond tftle whil^Top Ge^ Rally was still in developme^|-‘ 
Clearly . the |fSSOci^on works For Twisted Fdgtf ' 
Snowbca^ing/'much of the design specs came from th^ 
devetopmont team at Kemco in japan For instance/'" 

Kemco wants the game to have characters 
with history and personality. 

^ ^ straight simulation 
\l of snowboarding," says Colin 

Gordon, VP of Product' 
Development at Boss 
Games "There's a 4 
complete story mode, / 1 
sort of along the lines' " 
of Street Fighter II, with 
eight international 
characters com pet- 

• ^ 

mg head-to-head j 
for the title of \m 
champion. m 
There's a burly ■ 


pfTan Johnson is the man in charge of seeing that 
^ Kemco's vision of snowboarding fun is realized 
* Brian is both the lead artist and designer of Twisted 
Fdge Combining these two positions in one 
person is not something you find at most 
game d^vApmenl houses. "It's made 
^ possiblp^t Boss," explained Colin, 

H "because Brian and our other 
I artisl/designers have such a strong fV/ 

F gaming background. It's one of L / 
the things we look for" Brian isn't 
alone, of course Chris Pink, the \ I J 

lead programmer, has been busy Croat- 
ing specialized animation engines and ^Bl 


^ g |i Heading up 
fj gamedevel* 
opmentat 
Boss Games 
isthegra* 
Clous prankster 
Coli^ Gordon, a 
veteran of the devel¬ 
opment wars whose guests are 
greeted warmly by a huge, hairy, 
black spider thet drops on their 
heads at his office door Although 
they've j^oduced games on other 
systems, the N64 is the platform of 
choice for Cohn and his crew 


From top to bottom, meet the heads of some 
of Twisted Fdge^ creation team Rob Povey, i 
technical director, John Buf tier, stage design 
artist, Mary Ann Flaherty, character end ani¬ 
mation artist, and Chris Pink, lead programer 


















track design tools (More on this later) Each of the 
I game's seven oourees is assigned to a separate artist 
I for creation from the ground up, so to speak. Even 
I more artists work on the mam characters and their 
I animation and a sound specialist cfeates sound 
effects and music for the 


that works with Alias 
software, allowing 
an)foiie to input track 
and slope curves that 
will bend a 3-0 object 
along the path What 
this means is that the t 

artist can start with a . f 'V ' -—, 

straight 3-D track, 

concentrating on __ 

where to put bumps, ■ 
jumps, outcrops of . ‘ 

rock or overhanging 

li canyon walls, with-. • ’JPAfP 

' out having to worry ’• 

I about tweaking Wfe ^ ^ 

I slope and turns, ^ 

I which are essen- ^ 

tially gaming ele- "" 

ments Once the physical surface of the track is created, they 
can adjust curves and slope with this super track-o-matic tool 
just by shifting a few points on a line "It's great because you 
don't have to rebuild the track models every time you want 
to adjust something for game play," Brian says "It would be 


game 


CREATURE FEATURES 


Hi yo'J fo this boarding 

'a *\ slopes of Consumer 

> Mountain this March or April? 
First of all, you'll find a game that packs a lot more 
into each of the seven runs than you would find on 
any real mountain The areas don't try to recreat 


Technical Dir^tor at Boss, "and one of the things that we 
learrfbd islhat w)u have to keep pushing forward We'd like to 
do another raciH|[g 
ed to include in 


and include all of the things we want- 
TCR but couldn't " Rob and Colin indicated 
that Boss Carnes has several more N64 projects in the early 
stages including a racing gameWid an adventure. The twisted 
edge. It seems, mayiiot be so far 

away from the cutting edge M 


you push, the greater the speed of the spin or roll 


MAKING TRACKS 


Designing games is a compileaded 
I business, so making it less complicat¬ 
ed IS one of the main goals At Boss 
L Games, they decided to create a 
■ powerful course editor that each of 
\ the artists could use when putting 

together the tracks 
of Twisted Edge 
Chris creat- 
ed a sweet tool 


Jake Kazdal is the official ^ 
snowboarding expert 
working on the game. Not 
only IS he designing 
courses and keeping 
everyone 
honest 
to the 
sport, he 

also finds time to add 
to his extensive collection of ^ 
great toys. Jake once worked 
at Nintendo as a Game Play 
Counselor-pretty good training 
forNMDrkingontheedge 






















Next year could turn out to be the golden age for N64 
baseball fens. In addition to the much-anticipated Ken 
Griffey |r. title from Nintendo, several other publishers are 
set to put their stamp on the natbn's pastime, including 
Acclaim Entertainment Acclaim's 
Iguana Entertainment is in the 
middle of development for 
this polygonal baseball 
featuring the MLB and ML8PA 
licenses. Tentatively titled All- 
Star Baseball '98, the game 
will focus on vari^y and 
ism. For instance, you'll find 
100 batter stances 
from Cal Ripken Jr.'s standing- 
tall stance to Ricky 
Henderson's cat-like cifiuch. 

But the most ambitious fea¬ 
ture may be that individual 
players will be scaled to tiie correct proportions of real 
players and will be texture mapped with that player's fea¬ 
tures. So when Frank Thomas steps up to bat, you'll know 
H. Al-Star 8afeball will have Spring Training mode, Full 
Season, Playoffs, World Series, and a Home Run Derby. 
Player statistics are from State Inc. and cover 60 categories. 
The shots shown here were taken from the PC version, 
which is a little ahead of the N64 game in the development 
L 7 cle, but the two games are quite similar. In a recent trip 
to Iguana, your Pak Watch editor got to see some of the 
N64 baseball game on N64 emulators, and it looked 
impressive. At tiiis point, all we can say is, let's play ball. 


THQ and EA ^rte refuse to leave Super NES players out 
in the cold this year. Widi NHL Hockey '98, they bring die 
cold rinks of the NHL right into your home. This year's 
entry features both the NHL and NHLPA licenses. Players 
can select ExhBihion mode, full Season mode,.Practice, 
Skill Challenge and Shoot 
Out. The new Skill 
Challenge ^ves you a 
chance to hone your 
puck-handling skills as 
well as shooting Many of 
the features will be famil¬ 
iar to players of last year's 
entry, but rosters and 
logos have been updated 
and the Canadian nation¬ 
al anthem plays when 
matches are held in 
Canadian cities. Control 
remains excellent and the 
graphics are sharp. It 
looks like a worthy finale 
probably be the final NHL game for the Super NES, collec¬ 
tors and fens should consider diis when they go out to buy 
NHL '98 in December. It may disappear pretty quickly. 

CRAVE 

ENTERTAINMENT 

A new N64 publishing and deveiopng company has been 
formed from two separate companies. Big Rain and SVC 
joined forces recently to create Crave Entertainment 
Crave hopes to publish games acquired both here and 
in Japan in the North American market They'll begin 
with Robotron 64 from Player One. tn addition to 
picking up titles for the N64, Crave plans to begin 
development of N64 titles at its Seattle office. Many of the 
20 or so prt^ammers, designers and artiste at Crave are 
veterans of Square Soft and big RPC fens. One of their first 
projects may well be an RPC for the N64. Crave also has 
close relationships with Player One and Interplay. Already, 
a second Player One N64 title is in the works, Milo's 
Bowl-a-rama, and there could be news from Crave and 
Interplay, as well. 


The biggest adventure ever for Came Boy is pushing 

Wario Land 2, an B megabit Game Boy 
game, is already being 
translated into En^ish for 
an anticipated release date 
in February or March. In 
this vast, 50 stage adven¬ 
ture, pirates have stolen 
Wario's stash of treasure 
Nintendo's best bad 
boy is enraged. Wario does¬ 
n't use hats to change his 
abilities in this game. 
Instead, he rdies on chang¬ 
ing conditions caused by 
enemy attacks. For 
instance, if a zombie hits 


ALL-STAR 
BASEBALL '98 


land 2 DMG 


him, Wano turns into a zombie, or if he gets decked by a 
cake, Wario turns into fet Wario. In certain stages, Wario 
will have to be in some altered state to complete the st^. 
The game also features multiple paths that change accord¬ 
ing to what you do in the game, giving it a lot of replay 
value and at least several different endings. At the end of it 
all, Wario will find himself in a sticky situation in Syrup 
Castle, feeing the leader of the pirates, but along th^ way, 
he can use tiie coins ttiat he collects to enter bonus games. 
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\ji64 U«»ATE 

Natsume, the king of quirky, underground hrb, plans to pick 
up Sumo 64, a sumo wrestling game from Bottom Up in 
Japan and introduce it to the Nortti American audience. 
Once again, Natsume proves that you don't have to be big 
to be courageous. The gamble on Harvest Moon for the 
Super NES has paid off in strong continuing sales and inter¬ 
est, and plans for a new Came Boy Harvest Moon are mov¬ 
ing ahead. (Currently, the game is scheduled for an April 
release.) But can Natsume find the same success witfi sumo, 
a sport that is almost as incomprehensible to most North 
Americans as Cricket? If anyone can do it, Natsume 
can. The reports from Japan are that Sumo 64 is a very fun 
game. We've seen early demos here, as well, and it looked 
promising. 

Elsewhere on the Japanese game front, ASCII seems to be 
considering the possibility of publishing Aeroguage, its 
futuristic, N64 racer here in North America and Hudson 
Soft has been woHdi^ on polishing up Dual Heroes and 
LastLe^on UX. At Nintendo, development continues on sev¬ 
eral Pocket Monster projects for the N64 including a link 
that will allow Came Boy pocket monsters to be rendered in 
3-D on the N64. The Pocket Monster phenomenon contin¬ 
ues to grow in Japan, vrtiere the Gmne Boy RPC has sold 
more than five million copies, rivaling the Dragon Quest 
and Final Fantasy scries. Plans to introduce Pocket Monsters 
to North America should be finalized soon and Englirii lan¬ 
guage Pocket Monsters may be the lug fad here next fall. 

Closer to home, Pak Watch will be receiving the first 
playable version of FIFA: Road to the Wbrid Cup '9B. Our 
inside man at EA Sports reports that this N64 soccer game 
will include all the refinements that they wanted to put into 
the original FIFA 64. After that, it's anyone's guess which EA 
Sports title will turn up, but the tentative plan includes 
Andretti Racing, Nascar Racing, Madden '99, NBA Live '9B, 
NHL Hockey '9B, and Need For Speed. That's practically the 
entire EA Sports lineup. 

Otiier new N64 games that are now in the worics include 
Lego Racers, an on- again, off-i^in project under develop¬ 
ment at High Voltage Software, in this game, players will 
build their own cars from virtual Lego materids, then race 
them in a Mario Kart-style game. Lego has plans for another 
seven titles featuring their popular building bloclo. At MCM 
Interactive, Return Fire II has been added to the list along 
with Dragon Storm. Ocean is now planning to do a Looney 
Tunes game and may pidk up im^inecr's fighth^ game, 
Fighter's Destiny, for North American release. At Wrgin 
Interactive, the long-delayed Freak Boy project has, appar¬ 
ently, been given a new lease on life with a new producer. 
We expect to see somethii^ soon, but we've learned not to 
hold our breath on news of this game. And finally, at Titus, 
Virtual Chess II should follow Automobili Lamborghini as 
the second N64 title. An early version of the game received 
at Nintendo was so hard, though, that you would have to be 
a world-ranked chess player to compete against it Titus is 
now working on new AS, or Artificial Stupidity, to make the 
game accessible for the rest of us poor slobs. 
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What better^|y to Kick off th5 new ye^r than with' a 
dazzlingpfeview of one of the N64's most anticipated^* 
'titles? dur Powei^ staff went all the way to Japan to 
pMy, and bring you back the scoop on Yoshi’s Story^ 
the world’s first 2 '^ 2 -D video game adventuns^ 


Flying kicks. Airplane spins. 
Multiplayer mayhem. The lines 
are clearly drawn between the 
WCW and the NWO. Choose 
your side and get ready to rum¬ 
ble in Volume 104 


Subscriber sonus Issue 


Subscribers get the cool stuff! Nintendo Power subscribers 
will receive a special bonus issue featuring exclusive pre¬ 
views of the most incredible games of 1998. Power's 
expanded coverage will include interviews, photos and 
highlights of new games in development 


SNOWBOARD KIDS 


Eat slush, punk! There's only ^ 
enough prfee money for one ‘ 
boarder fo qualify for the final ^ 
race, and if you don't know B 
these strategies, you'll be H 
stuck on {he bunny slopes! ^ 
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Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 


Wo ere onfy intereatod In preserving dasslo magsz:.':^:, 

thet ore ^ hast S years out of print 

We have no desire or krtenthn to profit from these In any way. 

So please. If you come aorosa people trying to aeH these rehash, doni support them! 


TharM You and ENJOY! 



